COLLECTION RATE

0711205
POKER GAME COLLECTION SCHEDULE

BAYIOI

COLLECTION PER HAND
HOLD’EM, HOLD’EM HI-LO, PINEAPPLE HOLD’EM, CRAZY PINEAPPLE HOLD'EM

LIMIT RATE
$2/4 thru $20/40
7 or more players $4.00
6 players $3.00
5 players or less or no flop $1.00

OMAHA & OMAHA HI-LO

LIMIT RATE
$2/4 thru $20/40
7 of more players $5.00
6 players $3.00
5 players or less or no flop $1.00

7-CARD STUD, 7-CARD STUD HI-LO, RAZZ

LIMIT RATE
$2/4 thru $20/40
7 or more players $5.00
6 players $3.00
5 players or Less $1.00

TIME COLLECTION PER ONE-HALF HOUR FOR HOLD’EM, OMAHA & STUD

Players Players Players
LIMIT 7 or More ] S5orless
$40/80 $ 9.00 $7.00 $5.00
$20/200 $ 9.00 $7.00 $5.00
$60/120 $10.00 $8.00 $5.00
$80/160 $11.60 $8.00 $6.00
$1006/200 $12.00 $9.00 $6.00

LOWBALL, DEUCE-TO-SEVEN LOWEALL, DRAW POKER

Players Players Players
LIMIT 7 or More 6 S5orless
$2 thru $30 $3.00 $2.00 $1.00 -
$40C thru $200 $4.00 $3.00 $1.00
PANGUINE (PAN}
LIMIT $2.00 $3.00 $5.00 $10.00 $20.00
Mumnber of Players Per ¥ hour rate Per ¥z hour rate

8 $5.00 10-9-8-7 $8.00 $10.00
7 $2.00 $3.00 $5.00 6 $6.00 $ 8.00
6 $2.00 $3.00 $3.00 5orfess $5.00 $ 7.00
5 $2.00 $2.00 $3.00
4 or Less $1.00 $1.00 $1.00

Rev-newformal-04M1 80212 Rev 18-24-08 —- 7-5tud -rev 12-20-98 IR —— Panrrev 12-20-98 JR —-- Rev. Hold'em 83 13-81LL —-- Rev. Hold'em 071901 L— Rev.Hold'em {30/20G} 03-15-020.Z
Rev, Hodd'em 11-11-02¢ 7— Rev. Pan ¥ howr rate 05-30-G3 $6.00Pan-6handed-changed from 3.60 to §.0006-23-031z Rev. Stud $1.00 (players § of less) 12-17.93 JR Rev. 227104 (julie) Rewv
3164 JR;  {Proposed o Commission & City: 12/29/34 JR-gffective date on floor 26/05); Proposad 272105, Proposed 215/05 Stud changas; 4/25/05 XY need 1o list ali approved gamesG/2i05
rermnaved 15435 1o 20040; 78105 Collection Limit 1o G plavers, § of less of ae fiop (hotdesn £ Omaha, T-stud}




COLLECTION RATE

08/20/08
POKER GAME COLLECTION SCHEDULE

BYIO!

COLLECTION PER HAND
HOLD’EM, HOLD'EM HI-LO, PINEAPPLE HOLD’EM, CRAZY PINEAPPLE HOLD’EM

LIMIT RATE
$2/4 thru $20/40
7 or more players $4.00
Less than 7 players $3.00
If there is no flop $1.00

OMAHA & OMAHA HI-LO

LIMI RATE
$2/4 thru $20/40
7 or rmore players $5.00
Less than 7 players $3.00
If there is no flop $1.00

7-CARD STUD, 7-CARD STUD HI-1 O, RAZZ

LiMIT RATE
$2/4 thru $20/40
7 or mare players $5.00
6 players $3.00
5orless $2.00
TIME COLLECTION PER ONE-HALF HOUR FOR HOLD’EM, OMAHA & STUD
Players Players Players

LIMIT 7 orMore 6 5 of Less
$40/80 $ 9.00 $7.00 $5.00
$20/200 §$ 900 $7.00 $5.00
$60120 $1000  $8.00 $5.00
$80/160 $11.00 $8.00 $6.00
$100/200 $12.00 $9.00 $6.00

LOWBALL, DEUCE-TO-SEVEN LOWBALL, DRAW POKER

Players Players Players
LUMIT 7 or More -] 5 or Less
$2 thru $30 $3.00 $2.00 $1.00
$40 thn: $200 $4.00 $3.00 $1.00
PANGUINE {PAN}
LIMIT $2.00 $3.00 $5.00 $10.00 $20.00
Number of Players Per ¥: hourrate  Per ¥ hour rate
8 $5.00 10-9-8-7 $8.00 $10.00
7 $2.00 $3.00 $5.00 6 $6.00 $ 8.00
6 $200 $3.00 $3.00 Sorless $5.00 $ 7.00
5 -$2:00 $2.00 $3.00
4 or Less $1.00 $1.00 $1.00

Rev-nowlotmat-G4/1802% Rev 10-24-00 —- 7-Stud -rev 12-20-99 JR — Pan-rev 12-20-99 iR — Rev. Hold'em 03- 130711 -—- Rev. Hold'em 07/ SOULL— Rev Hold'ewn [306200) 08150202

Rev, Hold'em 11-11-024.7- Rev, Pan ¥ hou mie 05-30403 $5.00Pan-Shandeo-changed from 300 to 5.0046-23-031z Rev. Stud $1.00 [playes 5 oriess} 12-97-03 JR Rev. 22704 (ube)  Rev:
64 JR;  (Proposed to Commission & City: 12/21/04 SR-effeciive ata on floor 126/05); Proposed 2/205; Proposed 21505 Stud changes; £/2505 DO need to Hat all approved games6l26/05

remnoved 15730 to 20040




COLLECTION RATE

08208
POKER GAME COLLECTION SCHEDULE
IO — e
C PE!
LD ' P ‘EM.C | HOLD'
LIMT BATE
$2/4 thru $20/40
7 or more players $4.00
Less than 7 players $3.00
If there is na flop $1.00
OMAHA & OMAHA HM.O
LIMIT RATE
$2/4 thru $20/40
7 or more players $5.00
Less than 7 players £3.00
If there is no flop $1.00
» 8 LO
Loy BATE
$2/4 thru $20/40
7 or more players $5.00
6 players $3.00
5orlLess $2.00
C e OLD'E & STUD

Playors Playsr Players
MMIT 7orMors 6 = SorlLess
$40/60 3 9.00 $7.00 $5.00
$20/200 § 9.00 $7.00 $5.00
$60/120 $10.00 $8.00 $500
$80/1180 $11.00  $8.00 $6.00
$100/200 $12.00 $9.00 $6.00

LOWBALL, DEUCE-TO-SEVEN LOWBALL, DRAW POKER

Playsrs Playsrs Players
LIMIT LorMare —5 __ Sorlens
$2 thru $30 $3.00 $2.00 $1.00
$40 thru 5200 $4.00 $3.00 $1.00
.
PANGUI A
LT $2.00 $3.00 $5.00 $10.00
Numbar of Players . Per Yahourrate  Per ¥} haur rale
8 $5.00 10-8-8.7 $8.00 $10.00
7 . $2.00 $3.00 $5.00 6 $6.00 $ BOO
6 $2.00 $3.00 $3.00 5orlass $5.00 § 7.00
5 $2.00 $2.00 $3.00
4 or Lass $1.00 $1.00 $1.00

AT T

Fare awiOmma-04n M2z Roey 10-24-00 «-- T:KNea 2ov 12-2090 JF oor. Pasomus 12-20-00 M - R Mohdwm 03-33-DULL - - Row, Hok'am 071157811~ Row) ot (3072003 O 18-0RLZ
Py, Hole'orn 11 7110007 Agv. Pan ¥ how nikdy (03-30-03 $8.00P 20 Bhand - cAshged from 3.00 e 6 OGS 2303 Moy, Ftud §1.00 [olpent 5 0 i0ad) 121703 IR Rav. 2704 Gubed My
YO A, Proposed 0 Commizsion & Ciy: 1221704 JA-oloriva fal on Noor HA00E): Pr (1 2245 Propamit] 2116000 Slad chanpen. N2HI0E DO iiad 16 Bl 3R ROpraved §Hmasl 2005
remaved Y500 1 2040




COLLECTION RATE

. od/20/08
CALIFORNIA GAME COLLECTION SCHEDULE
Bnu ‘01 ouB ND POKER - (Pal Gow P
PLAYER POSITION PLAYER / BANKER POSITION
LT COLLECTION COLLECTION
- 1” Position 2™ Position of Later
$10 - $100 $1.00 Par Squars/Wager $2.00 $2.00
$20 - $100 $1.00 Per Square/Wagar $3.00 $2.00
$40 - $100 $1.00 Per Square/Wager $3.00 $2.00
$40 - $200 $1.00 Per Square Wager $4.00 $3.00
$100 $1.00 Par SquaraWagar $4.00 $3.00
$100 - $200 $1.00 Per Squere/Wager $5.00 $3.00
$200 $2.00 Per Square/Wager $5.00 $5.00
8u -8
PLAYER POSITION PLAYER / BANKER POSITION
LIMIT COLLECTION ECTION
1* Position 2™ Pasitt
$10 - 8100 $1.00 Por Square/Wager $2.00 $1.00
$20 - §100 : $1.00 Per Square/Wager $3.00 $2.00
$40 - 5100 $1.00 Per Square/\Wager $3.00 $2.00
$40 - $200 $1.00 Per Square/Wager $4.00 $3.00
$100 $1.00 Per Squara/Wager $4.00 $3.00
$100 - $200 $1.00 Per Square/Wager ' $500 $4.00
$200 $2.00 Per Square/Wager $5.00 $4.00
— —
- v 297 BLACKJA STUD, FASY ACT :
PLAYER POSITION PLAYER / BANKER FOSITION
LIMIT COLLECTION COLL 0
1" Position 2" Position or Later
$5 -$50 $1.00 Per Square/Wagsr $2.00 $1.00
$10 - 5100 $1.00 Per Square/Wager $2.00 $1.00
$20 - 5100 $1.00 Per Square/\Wager $3.00 $2.00
$40 - §100 $1.00 Per Square/Wager $3.00 $2.00
$100 $1.00 Per Square/Wager $4.00 $3.00
——
PA| GOW - (Tilas}
PLAYER POSITION PLAYER / BANKER POSITION
LIMIT COLLECTION c C
1* Poaltion % %{%gﬂ of Later
$10 - $100 $1.00 Per Square/Wager $2.00 $2.00
$10 - $200 $1.00 Per Square/Wager $2.00 §2.00
$20 - $200 $1.00 Per Square/Wager $3.00 $2.00
- $200 $1.00 Per Square/Wager ' $3.00 $2.00
$100 - $200 $1.00 Per Square/Wager $5.00 $3.00
A
ASIAN STUD
Players Playwrs Playars
3.1 6 or More —54 JorLess
$2 thru §200 $5.00 $3.00 $2.00

Aotd 472000 D 11-13-02,  Waw Gaws (MO BUET 29" CENTWAY BLACRIACK) a0t e Cobection Nohedule 11:07.00 ||
Ko 02-01O70mingd Wiriod sCRBACINes w1 Feowis Do s Poker Ry, T-10-03-& Ramowed word “Conditon (D 7 Pae-3 7 Ne BUN} 19.20-08 JR. 42665
MO S Qb b iy s D0, DI20F0S w0cind 250 Wil wricn “Ni Buel” 21 wellon




COLLECTION RATE

o428
CALIFORNIA GAME COLLECTION SCHEDULE
o
B ho DOYBLE R - {Pai
PLAYER POSITION PLAYER / BANKER POSITION
LIMET COLLECTION COLLECTION
$10 - $100 $1.00 Per Square/\Wages $2.00 $2.00
$20 - $100 $1.00 Per Squara/\Vager $3.00 $2.00
$40 - 3100 $1.00 Per Square/NVager $3.00 $2.00
$40 - $200 $1.60 Per Square Wager $4.00 $£300
$100 $1.00 Per Squara/\Wager $4.00 $3.00
$100 - $200 $1.00 Per Squara/Wager $5.00 $3.00
$200 $2.00 Per Square/\Wager $5.00 $5.00
-
PLAYER POSITION PLAYER / BANKER POSITION
LMt COLLECTION _QLLEQU.QEC
1“ Position 2" Pogition o Later
$10 - 3100 $1.60 Per Square/Wager $2.00 $1.60
$20 - $100 $1.00 Per Square/Wager $3.00 $2.00
$40 - $100 $1.00 Per Square/Wages $3.00 $2.00
$40 - $200 $1.00 Per Square/Wager $4.00 $3.00
$100 $1.00 Per Square/wWager $4.00 $300
$100 - $200 $1.00 Per Square/Wager $5.00 $4.00
5200 $2.00 Per Square/Wager $5.00 $4.00
— A —
"No al & hd BLACK CA R D, FASY iON '
PLAYER POSITION PLAYER / BANKER POSITION
LIMIT COLLECTION COLLCTION
1" Pagltion 2" Pogition or La
$10-$100 $1.00 Par Square/Wager $2.00 $1.00
$20-%100 $1.00 Per SquareMWager $3.00 $2.00
$40 - $100 $1.00 Per Square/Wager $3.00 $2.00
$100 $1.00 Per Sgquare/Wager $4.00 $3.00
PA] G -
PLAYER POSITION PLAYER / BANKER POSITION
LIMIT COLLECTION LLECT
¥ Position 27 Posliion or Later
$10- $100 $1.00 Per Square/Wager $2.00 $2.00
$10 - $200 $1.00 Per Square/Wager $2.00 $2.00
$20 - 8200 $1.00 Per SBquare/Wager $3.00 §2.00
$40C ~ $200 $1.00 Per Square/Wager $3.00 $2.00
§100 - $200 $1.00 Per Square/Wager $5.00 53.00
A ST
Players Playars Players
LIMIY Sor More —54 3ortess
$2 thiu $260 $5.00 $3.00 $2.00

e HH000 00 1EAMEL  New Gams (M0 BUET 11" CENTURY GUASKIACK) miowd tu Cobacton iehoouls 110700
R Q2 £7-070mEng Wiabet sCalAChIATEE O PorGon!ir Boubie- Hind fohar Ruy, 2.10- 0340 Ramvven word “Cootiiy i (DD F Ban -2 (e Busi] 11.30 03 R, 47506
Asud all $ITHY 8 ORY por OO
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COLLECTION RATE

042805 .
POKER GAME COLLECTION SCHEDULE
e] CHE
€0 PE D
'E ! -LO, PIN 'EM, CR PIN oLp’
LMY RATE
$2/4 thru $15/20
T or more players $4.00
Less than 7 players 53.00
i{ there is no flop $1.00
M OMAH o)
LMi RATE
$2/4 thry $15/30
7 or mora players $5.00
Lesa than 7 players $3.00
If there is no flop $1.00
7= ), 7-CA I-
LIMIT RATE
$2/4 thru $15/30
7 or more players $5.00
6 players $3.00
5 or Less $2.00
IME c <HALF LD'

Playsrs Playors  Players
LIMIE 7orMgre [ Sorless
$20/40 $ 7.00 £5.00 $4.00
$40/80 $ 500 $700 $5.00
$20/200 & 9.00 $7.00 $5.00
$680/120 $10.00 $8.00 $5.00
$80/160  $11.00 $£6.00 $6.00
$100/200 $12.00 $9.00 $6.00

I —
DEU A KER
Players Players Piayers
LIWT JorMora 6 Soriese
$2 thru $30 $3.00 $2.00 $1.00
$40 thru $200 $4.00 $3.00 $1.00
P I LR
PANGUINE (PAN}
LY $2.00 $3.00 $5.00 $10.00 $20.00
Nurmber of Players Per ¥4 hour rale Per Y3 hour rate
8 $5.00 10-9-8-7 $8.00 $10.00
7 - $2.00 $3.00 $5.00 6 $6.00 $ 8.00
6 §2.00 $3.00 $3.00 §orlass $500 $7.00
5 $2.00 $200 £3.00
4 ortess $1.00 $1.00 $1.00

Ao oormat GUISOMS R 10-20-00 —— T-E1ud -1ov YZ4D 08 IR - Por 145 1 3699 31 v Wav. 1017 £m 0315 DIAL — Adv. Fiotd'e# QIIMOIA L. A FiGiS arm (307200 OF-15-GPLT
Rav, HolFartr 11-11-000E- Ray, Pan W hour rote 05-30- 03 $5.00P2n-SR8003-ChINEI0 Hom 5 00 10 3 00V 20-00 R, 3w 1.0 (ppere 6 0F it 12447-00 U0 Raw. 272704 Jubs]  Rev
V008 IR (Propossd lo Cammiation & Clty Y22504 JR-effaciive oale On Nosr VIR0 Procssd 108, Propossd 1508 S chaapas; #1408 DO asst 4 91 X ipploved gamas




COLLECTION RATE

02/20107

BAYION
LIMIT RATE

$2/4 thru $20/40

7 or more players $4.00

6 players $3.00

5 players or lesg or no flop $1.00
Max Bet not to exceed  $100.00 $200.00 $ 200.00 $ 200.00
Max big blind $ 10.00 $ 20.00 $ 40.00 $ 100.00
Maximum buy-in $100.00 $400.00 $1,000.00 $5,000.00

RATES

7 or more players $4.00 $5.00 $6.00 $7.00
6 players $3.00 $3.00 $3.00 $4.00
5 players or less $1.00 $1.00 $1.00 $2.00

LIMIT LIMIT RATE
$2/4 thru $20/40 $2/4 thru $20/40
7 or more players 7 or more players $5.00
6 players 6 players $3.00
5 players or less or no flop 5 players or Less or no 4" Street $1.00
IMIT RATE
$20/40 up to $75/150
7 or more players $5.00
6 players $3.00

5 players or less or no flop $1.00

TIME COLLECTION PER ONE-HALF HOUR FOR HOLD’EM, OMAHA & STUD

LIMIT 7 or More 6 5 or Less
$80/160 $11.00  $8.00 $6.00
$100/200 $12.00 $9.00 $6.00
gl

CLMIT 6 5orless

Zor
$2 thru $30 $4.00 $3.00 $2.00
$40 thru $200 $5.00 $4.00 $2.00

LIMIT $2.00 $3.00 $5.00 $10.00 $20.00

Number of Players Per %2 hourrate  Per %2 hour rate
8 $5.00 $10.00 $12.00
7 $2.00 $3.00 $5.00
6 $2.00 $3.00 $3.00
5 or Less $2.00 $2.00 $3.00

o
Rev-newformat-04/18/02/1z Rev 10-24-00 ---- 7-Stud -rev 12-20-99 JR ---- Pan-rev 12-20-99 JR ---- Rev. Hold’em 03-13-01/LL ---- Rev. Hold'em 07/19/01/LL— Rev.Hold’'em
(30/200) 04-15-02\L.Z Rev, Hold’em 11-11-02\LZ— Rev. Pan %2 hour rate 05-30-03 $5.00Pan-6handed-changed from 3.00 to 5.00\6-23-031z Rev. Stud $1.00 (players 5 or
less) 12-17-03 JR  Rev. 2/27/04 (julie) Rev: 3/16/04 JR; (Proposed to Cammission & City: 12/21/04 JR-effective date on floor 1/26/05); Proposed 2/2/05; Proposed 2/15/05
Stud changes; 4/25/05 DOJ need to list all approved games6/20/05 removed 15/30 to 20/40; 7/8/05 Collection Limit to 6 players, 5 or less or no flop (hold'em / Omaha,
7-Stud);12/12/05 under 7-Card 5 players - or no 4™ St.; 4/3/06 added Spread Limit section; 4/26/06 added High Limit hold'em section; 8/4/06 added back the time collection
from 12/12/05 sheet; 2/20/07 reformat and expand spread limit; rate change in Omaha, Draw games and Pan




SECTION:

102

BAY#101 DRAW POKER GAME AND VARIATIONS

102.A

Revised
12.22-004

Al

A2

A3

A4

A5

AB

AT

House rules applicable to all draw-type poker games.

DRAW POKER (HIGH)

Five cards constitute a playing hand; more or less than five cards after the
draw constitutes a foul hand. Before the draw, players having less than five
cards in their hands may receive additional cards providing no action has
been taken by the first player to act, unless that action takes place before the
deal is completed. However, the dealer-position player may still receive his
fifth card even if action has taken place. If action has been taken, the player
may draw the number of cards necessary to complete a five-card hand.

Any player may draw up to five cards.

If asked how many cards you drew by another active player, you are
obligated to respond until there has been action after the draw.

A knock In turn constitutes a pass, but a knock in turn may alsoc mean the
declaration of a pat hand. A player indicating a pat hand, not knowing the
pot has been raised, may stilt play the band.

You may change the number of cards you want to draw providing:

a. No cards have been dealt off the deck in response to your request.
b. No players have acted on their hands based on the number of cards
you have requested,

All cards dealt off the table are treated as exposed cards.

One of the following fee collection methods will be used in each Draw Poker
game. The method and amount of fee collection will be posted at each table
in play.

Per Round Time Collection: The Dealer posttion, as indicated by the
Dealer Button or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.




102.B

Rev jxed
12.22-04

B.1

B.2

B3

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection hight is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

LOWBALL
General House Rules applicable to all Draw-type Poker Games
Game Description: In California Lowball, the lowest or "worst” poker hand

wins. The game is played with a 53-card deck which includes the Joker.
The Joker must be used as the lowest card not already present in the
player's hand. Most five-card draw lowball games feature structured betting.
There are two betting rounds, one before the draw and one after the draw.
The betting limit after the draw may or may not be twice the amount before
the draw. A player may look at two cards and kill the pot (double the big
blind).

Rank of hands: The best lowball hand is 5-4-3-2-A, and a 7-6-4-3-2 is
better than a 7-6-5-3-2. Straights and flushes do not count against the
player's hand.

A new player or a missed blind player has two options.

(a)  Wait for the big blind.
(b} Kill the pot in any position.



Revised
12.22.04

B.4

B.S5

B.6

B.7

B.8

Check-raise are not allowed.

Before the draw, exposed cards of five and under must be taken. An
exposed card higher than a five must be replaced after the deal has been
completed.

After the draw, an exposed card(s) cannot be taken. The draw will be
completed, and the exposed card(s) will be replaced. All cards dealt off the
table are treated as exposed cards.

After the draw, you must bet a hand of seven or better in order to be eligible
to win after draw action. If a seven or less is checked, provided it is the best
hand, all action after the draw is void. [f you check any hand seven or better
after the draw, you cannot win any subsequent bets although you are stilt
eligible to win whatever existed in the pot before the draw. However, if you
check a seven or better, and are beaten by a better hand, you will lose the
entire pot including any additional calls you have made.

In the event of an all-in bet, a seven may call a short all-in bet after the draw
and win. If players overcall the short bet from behind, they will receive their -
bets back. If the seven fulfills his obligation by making a full bet, all
subsequent action will stand.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type. and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

10



Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the

~blind or antes before or during play of hand and prior to the end of play of the
hand.

102.C DEUCE-TO-SEVEN-LOWBALL
General House Rules applicable to all Draw-type Poker Games

Game Description: A game, also known as Kansas City Lowball, in which
straights and flushes do count against you, so that a sequence must be
unconnected in order to qualify. Aces are high only; therefore, the best hand
is 7-5-4-3-2.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. if not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Prior to a player receiving cards, each player at the
table pay a fixed collection fee. Each table will have the per hand fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the tabie reduces to compensate for the
shorter period of time to play a compiete round. The fixed collection fee may
be taken from the ante or blind of each player prior to the play of a hand.

Reyised
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102.0 STUD POKER
House Rules applicable to 7-Card and Asian Stud games.

D1 A bet and three raises are allowed for each betting round; however,
completing an opening forced bet does not count as a raise.

D.2  Suits do not count in ranking of hands to determine the winning hand. The
ranking of suits is used only to determine the lowest or highest card for a
forced bet, drawing for seats in games, etc. Suits are ranked Spades
(highest), Hearts, Diamonds, Clubs. Forced Opener: The low card by suit
{Clubs being the lowest), initiates the betting action on the first round, with
an Ace counting as a high card for this purpose.

D.3 If a player antes and/or asks to be dealt-in, but is unable to make it back to
the table in a reasonable amount of time to act on his hand, he forfeits his
ante and forced entry bet, if any.

D.4 If a player does not have the correct number of cards on the deal and no
action has been accepted, the hand is a misdeal. If there has been action
before the mistake is noticed, players with the incorrect number of cards wiil
receive their money back and are out of the hand.

D.5 If aplayer foids his hand after making a forced bet or on a round of checking,
his seat will continue to receive a card until there is a wager.

D.6 If a house dealer burns and deals a card before a round of beiting has been
completed, that card(s) must be eliminated from play along with an additional
card for each remaining player in the hand. After that round of beiting has
concluded, play resumes in a normal fashion.

D.7 Piayers who call when they are beaten by their opponent’s up cards are not
entitled to a refund.

D.8 When players pick up, commingle or turn over any of their up cards, they risk
losing all rights to the pot.

D.8 ©One of the following fee collection methods will be used in all Stud type
Poker games:

Revised
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Per Round Time Collection: The Dealer position, as indicated by the
Dealer Bution, or the Collection Button, rotates around the table, each player
will be abligated to pay the posted coltection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when coliection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Prior to a player receiving cards, each player at the
table pay a fixed collection fee. Each table will have the per hand fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round. The fixed collection fee may
be taken from the ante or blind of each player prior to the play of a hand.

102.E 7-CARD STUD

E.1

E.2

General House Rules applicable fo 7-Card Stud and Asian Games

Game Description: 7-Card Stud is played with two down cards and one
up card, then a betting round, then three more up cards (with betting after
each), then a final down card and a final round of betting. The best 5-card
poker hand wins the pot. There is no Joker in this game. Most 7-Card Stud
games at Bay#101 have structured betting. In a structured game, such as
$3 & $6, the smaller bet is made on the first two betting rounds, and the
larger bet is made after the fifth, sixth and seventh cards. Ifthereis an open
pair an the fourth card, the players have the option of making the smaller or
larger bet. In all 7-Card Stud games, a bet and three raises are allowed,
except when the hand is between only two players (Heads-up). Spread limit
games may be offered.

The Ranking of Hands is the same as in Draw Poker, except there is no
Joker.

~
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E.3

E.4

E.S

E.6

E.7

E.8

Rank of Hands: These are the general categories of hands in descending
order of strength:

RANK OF HANDS:

(a) Royal Flush (f}  Straight

(b) Straight Flush (g} Three of a Kind
(c) Four of a Kind (k) Two Pair

(d)  Full House (1) One Pair

(e) Flush (i) High Card

In order to play all-in at the start of a hand, a player must have at least the
ante.

If a player's first or second hole card is accidently turned up, the third card
is dealt down. [n the case of an exposed hole card, the hand cannot be
forced low.

If a house dealer burns two cards or fails to burn a card, he should, if
possible, move the cards to the right position to rectify the error. If it
happens on a down card and there is no way to tell which card was received,
then the player must accept the card.

If any player receives the last card face up, all other players will receive the
last card face down. The player(s) whose down card was exposed have two
options: (a) declaring himself all-in for the portion of the pot already played
and any subsequent betting will be on the side, or (b) may, at that player's
option, continue to be active in any further action in the pot on the final
round. The player who was high on 6th Street will initiate the action.

On all structured limit games, i.e., $3 & $6, etc., if a player makes an open
pair on the fourth card, that player has the option of betting either $3 or $6.
If he bets $3, the next player(s) may raise in increments of $3 or $6. If a $6
bet or raise is made, the next raise must be in increments of $6. (Example:
Player "A" bets $3, player "B" raises to $9, player "C" has the option of
calling the $9 bet or raising to $15. He may not make it $12). If that player
checks, ali other players, in turn, have the option to bet $3 or $6.

14



Revised
12:22-04

E.O

E.10

EA1

if there are not enough cards left in the deck for each player, the house
dealer is to deal all the cards except the last card. The house dealer then
scramibles the last card and the four burn cards, cuts the deck, burns a card
and deflivers the remaining down cards, using the last card if necessary. If
there are five players remaining without a card, the house dealer will not burn
so that each player may receive a fresh card. If the house dealer determines
that by using this procedure there will stili not be enough cards for all the
players, he cannot give any of the players a down card. Instead, it will be
announced to the table that there are not enough cards to go around, and a
community card will be used. The house dealer will then burn a card and
turn a card up in the center of the table. The card plays in everyone’s hand.
The player who was high on 6th Street will initiate the action.

A player must have seven cards in order to win. Any other number of cards
constitutes a foul hand. Players must protect their own hands.

A card accidently dealt off the table must play. If it is the last card, itis to be
treated as an exposed river card.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seai occupied but you are away from the table when collection
is taken, the coliection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.
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F.1

F.2

F.3

F.4

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed} in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the

hand.

7-CARD STUD HIGH-LOW SPLIT (8 or BETTER)
General House Rules applicable to 7-Card Stud and Asian Games

Game Description: This is another variation of 7-Card Stud where there
can be two winners. The best high hand splits the pot with the best low
hand. A qualifier of eight or better for low will be in force for all high-low split
games unless a specific posting to the contrary is made. This is said to be
a "qualifier” for "High-Low Split, 8 or Better .” If there is a qualifier, the
betting rules are like 7-Card Stud. In an "8 or Better” game, if there is no
low, the high hand wins the entire pot. The low card by suit (Clubs are
lowest, Diamonds, Hearts, then Spades) initiates betting action on the first
round, with an Ace counting as a high card for this purpose. On subsequent
rounds, the high hand initiates action. If there is a tie, the player to the left
of the dealer acts first. Structured limit games use the lower limit on 3rd
street and 4th Street and the upper limit thereafter, with an open pair not
affecting the limits. Aces may be used for high or low, and straights or
flushes do not impair the value of a hand for low. A player may use any five
cards to make his best high hand and any other grouping of five cards,
whether the same as his high hand or not, to make his best low hand.

A bet and three raises are allowed for each betting round; however,
completing an opening forced bet does not count as a raise.

Suits do not count in ranking of hands to determine the winning hand. The
ranking of suits is used only to determine the iowest or highest card for a
forced bet, drawing for seats in games, etc. Suits are ranked, Spades
(highest), Hearts, Diamonds, Clubs. Forced Opener: The low card by suit
(Clubs being the lowest), initiates the betting action on the first round, with
an Ace counting as a high hand card for this purpose.

If a player antes and/or asks to be dealt-in, but is unable to make it back to
the table in a reasonable amount of time to act on his hand, he forfeits his
ante and forced entry bet, if any.



F.5

F.6

F.7

F.8

F.9

F.10

F.11

F.12

F.13
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If a player does not have the correct number of cards on the deal and no
action has been accepted, the hand is a misdeal. If there has been action
before the mistake is noticed, players with the incorrect numbedr of cards will
receive their money back and are cut of the hand.

If a player folds his hand after making a forced bet or on a round of checking,
his seat will continue to receive a card until there is a wager.

If a dealer burns and deals a card before a round of betting has been
completed, that card(s) must be eliminated from play along with an additional
card for each remaining player in the hand. After that round of betting has
concluded, play resumes in a normal fashion.

Players, who call when they are beaten by their cpponent’s up cards, are not
entitled to a refund.

When players pick up, commingle or turn over any of their up cards, they risk
losing all rights to the pot.

Rank of Hands: These are the general categories of hands in descending
order of strength.

RANK OF HIGH HANDS:

(a) Royal Flush (f) Straight

{(b) Straight Flush (g) Three of a Kind

{(c) Four of a Kind (h) Two Pair

(d) Full House (1) One Pair

{e) Flush ) HighCard
RANK OF LOW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-6-5-3-2.
Straights and flushes do not count against the player's hand.

One of the following fee collection methods will be used in all Stud type
Poker games.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces tc compensate for the shorter
period of time to play a complete round.
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G.1

G.2

G.3

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the haif hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
harnd.

RAZZ {7-CARD 1.OW)
General House Rules applicable to all 7-Card Stud and Asfan Stud Games

Game Description: The rules for 7-Card Razz are exactly the same as 7-
Card Stud, except that Razz is a L.owball game. Since pairs are of no value
in Razz, the bet on the fourth card in a structured game is always for the
lower amount. In Stud, the low card initiates the action and the high hand is
first in each subsequent round, while in Razz, the high card has the forced
opening and the low hand is first to act thereafter.

RANK OF .OW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-6-5-3-2.
Straights and flushes do not count against the player’s hand.

A bet and three raises are allowed for each betting round; however,
completing an opening forced bet does not count as a raise.



(.4  Suits do not count in ranking of hands to determine the winning hand. The
ranking of suits is used only to determine the lowest or highest card for a
forced bet, drawing for seats in games, etc. Suits are ranked Spades
(highest), Hearts, Diamonds, Clubs. Forced Opener: The high card by
suit (Clubs being the lowest), initiates the betting action on the first round,
with an Ace counting as a high card for this purpose.

G.5 If a player antes and/or asks to be dealt-in, but is unable to make it back to
the table in a reasonable amount of time to act on his hand, he forfeits his
ante and forced entry bet, if any.

G.6 If a player does not have the correct number of cards on the deal and no
action has been accepted, the hand is a misdeal. if there has been action
before the mistake is noticed, players with the incorrect number of cards will
receive their money back and are out of the hand.

G.7 Ifaplayerfolds his hand after making a forced bet or on a round of checking,
his seat will continue to receive a card until there is a wager.

(.8 If a house dealer burns and deals a card before a round of betting has been
completed, that card(s) must be eliminated from play along with an additional
card for each remaining player in the hand. After that round of betting has
concluded, play resumes in a normal fashion.

G.9 Players who call when they are beaten by their opponent’s up cards are not
entitled to a refund.

G.10  When players pick up, commingle or turn over any of their up cards, they risk
losing all rights to the pot.

G.11  One of the following fee collection methods will be used in all Stud type
Poker games.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.
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H.A

H.2

H.3

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it 1s collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces o
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

ASIAN STUD : _
General House Rules applicable to all 7-Card Stud and Asian Games

Game Description: Asian Stud is played with a "stripped” standard 52-card
deck. The 2's, 3's, 4's, 5's & 6's are removed, leaving 32 cards. There are
no Jokers. Each player is dealt five cards, the first one and second card will
be dealt one up and one down, then a betting round, then three more up
cards with a betting round after each. The Astan Stud games may he
structured limits. Example: $4 & $8 & $12 & $18. They can also be spread
limits such as $10 - $200.

A bet and three raises are allowed for each betting round; however,
completing an opening forced bet does not count as a raise.

Suits do not count in ranking of hands to determine the winning hand. The
ranking of suits is used only to determine the lowest or highest card for a
forced bet, drawing for seats in games, etc. Suits are ranked Spades
{(highest), Hearts, Diamonds, Clubs. Forced Opener. The low card by suit
{Ciubs being the lowest), initiates the betting action on the first round, with
an Ace counting as a high card for this purpose.
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H.4

H.5

H.6

H.7

H.8

H.9

H.10

H.11

H.12

H.13

If a player antes and/or asks to be dealt-in, but is unable to make it back to
the table in a reasonable amount of time to act on his hand, he forfeits his
ante and forced entry bet, if any.

If a player does not have the correct number of cards on the deal and no
action has been accepted, the hand is a misdeal. If there has been action
before the mistake is noticed, players with the incorrect number of cards will
receive their money back and are out of the hand.

If a player folds his hand after making a forced bet or on a round of checking,
his seat will continue to receive a card until there is a wager.

If a house dealer burns and deals a card before a round of betting has been
completed, that card(s) must be eliminated from play along with an additional
card for each remaining player in the hand. After that round of betting has
concluded, play resuimes in a normal fashion.,

Piayers who call when they are beaten by their opponent's up cards are not
entitled to a refund.

When players pick up, commingle or turn over any of their up cards, they risk
losing all rights to the pot.
The Ranking of Hands is the same as in Draw Poker, except a flush beats

a full house. An Ace may be used as a six for a small straight (A-7-8-9-10).

Rank of Hands: These are the general categories of hands in descending
order of strength:

RANK OF HANDS:
{a) Royal Flush (f) Straight
{b)  Straight Fiush (g) Three of a Kind
{c) FourofaKind {(h) Two Pair
{d) Flush {!) OnePair
(e) Full House {i) High Card

The player with the highest card clockwise from the dealer button will have
a mandatory opening bet. Itis a live bet. This player has the option to raise.

The high hand will start the action on ali following rounds. When there are
two identical hands, the first one clockwise, in front of the dealer button, acts
first.
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H.14

H.15

H.16

H.17

H.18

H.19

H.20

H.21

H.22

H.23

The dealer button rotates clockwise. You must have been dealt in the
previous hand in order to receive the button.

Only a full bet constitutes a bet. Anything less than a full bet is considered
to be "action only ." Any player who has acted prior to an "action only” bet
is not entitled to raise unless the bet has been completed. Example: In a $4
& $8 & $12 & $16 game, on the last card, a player bets $16. The next player
goes all-in for $30. The next player may call the initial bet of $16 and the
$14 action for a total of $30, or he may raise the initial bet of $16 to $32 for
a total of $32.

In order to play all-in at the start of a hand, players must have in their table
stake’s chips totaling at least the ante and force for that particular limit.

Cards are to be left face up and in order as dealt.

If cards are dealt out of order:
a. Before the down cards are out, they must be backed up.
b. if a down card has already been dealt and no action has taken place,

itis a misdeal.

C. After the action has started, the hand plays.

d. Cards dealt off the table or dropped by a player must be retrieved by
the Floor person, and the hand plays.

if one player receives his down card face up, he will receive his next card
down. He cannot be forced high. If two or more players are dealt down
cards face up, it is a misdeal.

If the house dealer burns two cards or fails to burn a card, he should, if
possible, move the cards to the right position to rectify the error.

A player must have five cards in order to win. Any other number of cards
constitutes a foul hand. Players must protect their own hands.

A card accidently dealt off the table must play. Ifitis the hole card, itis to be
treated as an exposed card.

One of the following fee collection methods will be used in all Stud type
Poker games.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type. and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.
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Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there i1s a waiting list for that particular game, you must pay your
coilection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you wiil be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posied. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time {o play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
{coliection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

TEXAS HOLD'EM
General House Rules applicable to Hold'em Poker Games and Variations

Game Description: Hold'em (also known as Texas Hold'em). Each player.
gets two hole cards. Five community cards are then turned up on the table.

Hold'em has structured betting. Spread limit or no-limit games may be

offered.

Hold’em uses a flat disc called a dealer button to indicate the player, who in
theory, dealt the cards for that pot. The button (player with the dealer button)
ts fast to receive cards on the initial deal and has the right of last action on
all betting rounds except the first. One or more blind bets, posted before
players look at their cards, are used fo stimulate action and initiate play.
Blinds are posted by players who sit in consecutive clockwise order from the
button. Action is initiated on the first betting round by the player on the
immediate left of the person who posted the furthest blind clockwise from the
button. On all subsequent betting rounds the action is begun by the first
active piayer clockwise from the button.
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In Texas Hold'em, a player receives two down cards as his initial hand.
There is a round of betting after these cards have been delivered. Three
board cards are turned up simultaneously {(which is called "the flop"). They
are community cards available to all players.

Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
{one in his hand, four from the board, etc.) to determine his best hand.
Players may use all of the board cards which is termed "playing the board™:
each must announce that he is playing the board before mucking his hand.

Hold’em may be played High-Low split, with an eight or better qualifier for
low.

Ranking of Hands is the same as in Draw Poker, except there is no Joker.

RANK OF HANDS:
(a) Royal Flush (f) Straight
(b)  Straight Flush - {g) Three of a Kind
(c) Four of a Kind {(h) Two Pair
{(d) Full House (1) One Pair
(e} Flush i) High Card

A new player entering any Hold'em game has three options:
a. He may choose to wait for his big blind.

b. He may post the big blind (it is live) from any position including in front
of or behind the button. If he posts in front of the bution, it passes him
the next hand. '

c. He may choose to straddle {double the big blind) in position.

If a player leaves the table for any reason and the blind{s) passes his
position, he may resume play by posting the total amount of the blinds for
the game or wait for the big blind. If he chooses fo post, the small blind is
dead money and is moved to the center of the pot while the big blind is live.
Players may also fulfill their missed blind(s) obligation by straddling the big
blind in position only.

The dealer button always moves forward, and the blinds are adjusted
accordingly.
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In all games, the smallest increment chip used in the blind plays in all-in
situations.

Players who have not taken the big blind may move away from the blind and
have two options.

a. Post the big blind; it is live.
b. Wait and be dealt back in on the same position.

Players who are dealt fewer cards than called for receive a card from the top
of the deck after the deal is complete. If a player is dealt an additional card,
one card atrandom is retrieved by the Floor person, turned face up and used
as the burn card. i itis discovered after substantial action, all monies, antes
and blinds are forfeited by that player.

If the flop has too many cards, it will be taken back, except for the burn card,
and reshuffled. No new burn card will be used.

If cards are flopped by the house dealer before all the betting is completed,
the entire flop is taken back and reshuffled. The burn card will remain, and
no additional burn card will be used for this flop.

If the house dealer turns up the fourth card on the board before the action
is completed, the card does not play. Afterthe completion of the action, the
next card is burned and the fifth card is put in the fourth card’s place. After
action is completed, the house dealer will reshuffle the deck, inctuding the
card that was taken out of play but not the burn card or discards. The house
dealer will then deal the fifth card, with no additional burn card.

If the fifth card is turned up before betting is complete, it will be reshuffled in
the same manner as in the previous rule,

A card dealt off the table is treated as an exposed card.
In full games, if players are away from the table, the house dealer will take
the collection from their stacks. A game with all seats taken or with a waiting

list will be considered a full game.

One of the following fee collection methods will be used in each Hold'em
style Poker game.

1~J
L



102.J

R psed
12.22-114

J.A

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obiigated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces {0 compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on fo
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting

list for that particular game, you must pay your collection whether or not the
light is still on when you arrive at the table. If you have a seat occupied but
you are away from the table when collection is taken, the collection will be
paid from your chips left on the table. If not enough chips are left on the
table, you will be responsible for paying your collection prior to resuming
play. Each table will have the half hour time fee amount for that table, game
type, and limit, posted. The posted fee may be reduced as the number of
players at the table reduces to compensate for the shorter period of time to
play a complete round.

Per Hand Collection: Each table wiil have the per hand fee amount
{collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined {fixed) in advance of play. There shall be ho more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

HOLD'EM HIGH-LOW SPLIT - 8 OR BETTER
General House Rules applicable to Hold’em Poker Game and Variations

Game Description: Hold’em High-Low Split {8 or Befter). Each player
gets two hold cards. Five community cards are then turned up on the table.
Hold'em has a structured betting. Spread limit or no-limit games may be
offered.
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Game Description: This is another variation of Hold’em where there can be
two winners. The best high hand splits the pot with the best low hand. A
gualifier of eight or better for low will be in force for all high-low split games
unless a specific posting to the contrary is made. This is said to be a
"qualifier” or "High-Low Split, 8 or Better.” If there is a qualifier, the betting
rules are like Hold’'em. In an "8 or Better" game, if there is no low, the high
hand wins the entire pot. Aces may be used for high or low, and straights
or flushes do not impair the value of a hand for low. A player may use any
five cards 1o make his best high hand and any other grouping of five cards,
whether the same as his high hand or not, to make his best low hand.

Hold'em uses a flat disc called a dealer button to indicate the player, who in
theory, dealt the cards for that pot. The button {player with the dealer button)
is last to receive cards on the initial deal and has the right of last action on
all betting rounds except the first. One or more blind bets, posted before
players look at their cards, are used to stimulate action and initiate play.
Blinds are posted by players who sit in consecutive clockwise order from the
button. Action is initiated on the first betting round by the player on the
immediate left of the person who posted the furthest biind clockwise from the
button. On all subsequent betting rounds the action is begun by the first
active player clockwise from the button,

As in Texas Hold'em, a player receives two down cards as his initial hand.
There is a round of betting after these cards have been delivered. Three
board cards are turned up simultaneously (which is called "the flop"). They
are community cards available to all players.

Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
(one in his hand, four from the board, etc.) to determine his best hand.
Players may use all of the board cards which is termed "playing the board";
each must announce that he is playing the board before mucking his hand

A new player entering any Hold'em game has three options:

a. He may choose to wait for his big blind.

b. He may post the big blind (it is live) from any position including in front
of or behind the button. if he posts in front of the button, it passes him

the next hand.

C. He may choose to straddle (double the big blind) in position.
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if a player leaves the table for any reason and the blind(s) passes his
position, he may resume play by posting the total amount of the blinds for
the game or wait for the big biind. If he chooses to post, the small blind is
dead money and is moved to the center of the pot while the big blind is live.

The dealer button always moves forward, and the blinds are adjusted
accordingly.

In all games, the smallest increment chip used in the blind plays in all-in
situations.

Players who have not taken the big blind may move away from the blind and
have two options.

a. Post the big blind; it is live.
b. Wait and be dealt back in on the same position.

Players who are dealt fewer cards than called for receive a card from the top
of the deck after the deal is complete. If a player is dealt an additional card,
one card at random is retrieved by the Floor person, turned face up and used
as the burn card. If it is discovered after substantial action, all monies, antes
and blinds are forfeited by that player.

If the flop has too many cards, it will be taken back, except for the burmn card,
and reshuffled. No new burn card will be used.

if cards are flopped by the house dealer before ali the betting is completed,
the entire flop is taken back and reshuffled. The burn card will remain, and
no additional burn card will be used for this flop.

If the house dealer turns up the fourth card on the board before the action
is completed, the card does not play. After the completion of the action, the
next card is burned and the fifth card is put in the fourth card’'s place. After
action is completed, the house dealer will reshuffle the deck, including the
card that was taken out of play but not the burn card ordiscards. The house
dealer will then deal the fifth card, with no additional burn card.

If the fifth card is turned up before betting is complete, it will be reshuffled in
the same manner as in the previous rule.

A card dealt off the table is treated as an exposed card.
In full games, if players are away from the table, the house dealer will take

the collection from their stacks. A game with ail seats taken or with a waiting
list will be considered a full game.
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Rank of Hands: These are the general categories of hands in descending
order of strength:

RANK OF HIGH HANDS:

{(a) Royal Flush (f)  Straight

{b)  Straight Flush (g) Three of a Kind
{c) Four of a Kind (h)  Two Pair

{(d) Full House (1) One Pair

{e) Flush G) High Card

RANK OF LOW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-6-5-3-2.
Straights and flushes do not count against the player’s hand.

One of the following fee collection methods will be used in each Hold'em
style Poker game.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the tabie, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection wilt be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.
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Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

OMAHA HIGH
General House Rules applicable to Hold'em Poker Game and Variations

Game Description:  Omaha is a form of Texas Hold'em, except the
players are dealt four down cards ( hole cards} as their initial starting hands.
A round of betting occurs. There are three other betting rounds, the flop, the
turn, and the river. The five board cards are community cards and belong to
all active players. A player must use exactly two cards from his four-card
hand { hole cards) and three cards from the board (community cards) to
produce his best five-card hand.

Omaha uses a flat disc called a “dealer button” to indicate the player, who in
theory, dealt the cards for that pot. The button (player with the dealer button})
is last to receive cards on the initial deal and has the right of last action on
all betting rounds except the first. One or more blind bets are used to
stimulate action and initiate play. Blinds are posted before the players look
at their cards. Blinds count as part of that player's bet, unless the structure
of a specific game or situation requires part or all of a particular blind to be
dead. Dead chips are not part of a player’s bet and are taken into the center
of the pot.

Blinds are posted by players in consecutive clockwise order from the button.
Action is initiated on the first betting round by the player on the immediate
left of (in front of) the person who posted the furthest blind ciockwise from
the button. On all subsequent betting rounds, the action is started by the first
active player clockwise from the button. Omaha Hold'em may be played
straight-high. It also may be dealt with only two down cards as a starting
hand. Both cards must play.

The Ranking of Hands is the same as in High Draw Poker, except there is
no

RANK OF HIGH HANDS:

{a) Royal Flush (f)  Straight
(b)  Straight Flush (a) Three of a Kind
(c) Four of a Kind (h) Two Pair
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{d) Full House (1) One Pair
{e) Flush () High Card

All General House and Hold'em rules apply to Omaha games.

Onre of the following fee coilection metheds will be used in all Hold’em style
Poker games.

Per Round Time Coilection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
wiil be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. i not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined {fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.




102.L. OMAHA HIGH-LOW SPLIT {8 or BETTER])
General House Rules applicable to Hold'em Poker and Variations

L.1  Game Description: Omaha is a form of Texas Hold'em, except the
players are dealt four down cards ( hole cards) as their initial starting hands.
Around of betting occurs. There are three other betting rounds, the flop, the
turn, and the river. The five board cards are community cards and belong to
all active players. A player must use exactly twe cards from his four-card
hand { hole cards) and three cards from the board (community cards) to
produce his best five-card hand.

L.2  The hole cards and the board cards are interchangeable for High and Low.
To win the low half, the player must have an eight or better to qualify, or the
high hand wins the entire pot.

Omaha uses a flat disc called a "dealer button” to indicate the player, who in
theory, dealt the cards for that pot. The button (player with the dealer button)
is last to receive cards on the initial deal and has the right of last action on
all betting rounds except the first. One or more blind bets are used to
stimulate action and initiate play. Blinds are posted before the players ook
at their cards. Blinds count as part of that player's bet, unless the structure
of a specific game or situation requires part or all of a particular blind to be
dead. Dead chips are not part of a player's bet and are taken into the center
of the pot.

L.3  Blinds are posted by players in consecutive clockwise order from the button.
Action is initiated on the first betting round by the player on the immediate
left of {in front of) the person who posted the furthest blind clockwise from
the button. On all subsequent betting rounds, the action is started by the first
active player clockwise from the button. Omaha Hold'em may be played
straight-high. It also may be dealt with only two down cards as a starting
hand. Both cards must play.

The Ranking of Hands is the same as in High or Low Draw Poker, except
there is no Joker.

L.4 RANK OF HIGH HANDS:

(a) Royal Flush (f} Straight

(b) Straight Flush {g) Three of a Kind
(c) Four of a Kind (h)  Two Pair

(d) Full House (1) One Pair

{e} Flush () High Card
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RANK OF LOW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-8-5-3-2.
Straights and flushes do not count against the player's hand.

All General House and Hold'em rules apply to Omaha games.

One of the following fee coliection methods will be used in all Hold’em style
Poker games.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there iIs a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. K
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete reund. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at atable. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

Lt
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102.M PINEAPPLE HOLD'EM
General House Rules applicable to Hold'em Game and Variations

M.1  Game Description: Pineapple (also known as Pineapple Hold'em). Each
player gets three hole cards. Five community cards are then turned up on the
table. Asin Stud, Pineapple has structured betting. Spread limit games may
be offered.

M.2 Pineapple uses a flat disc cailed a dealer button to indicate the player, who
in theory, dealt the cards for that pot. The button (player with the dealer
button) is last to receive cards on the initial deal and has the right of last
action on all betting rounds except the first. One or more blind bets, posted
before players look at their cards, are used to stimulate action and initiate
play. Blinds are posted by players who sit in consecutive clockwise order
from the button. Action is initiated on the first betting round by the player on
the immediate left of the person who posted the furthest blind clockwise from
the button. On all subsequent betting rounds the action is begun by the first
active player clockwise from the button.

M.3 In Pineapple, a player receives three down cards as his inttial hand, prior to
the three board cards being turned up, each player will discard one of his
down cards. There is a round of betting after these cards have been
delivered. Three board cards are turned up simultanecusly (which is called
"the flop”). They are community cards available to all players.

M.4  Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
{one in his hand, four from the board, etc.) to determine his best hand.
Players may use all of the board cards which is termed "playing the board”;
each must announce that he is playing the board before mucking his hand.

M.5 Pineapple may be played High-Low split, with an eight or better qualifier for
low.
M6 Ranking of Hands is the same as in Draw Poker, except there is no Joker.

RANK OF HANDS:

{a) Royal Flush (f) Straight

{b)  Straight Flush (g) Three of a Kind
{c} FourofaKind (h) Two Pair

(d} Full House {1} One Pair

(e} Flush (i) High Card

Ry ised
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M. 10
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M.14

M.15

A new player entering any Pineapple game has three options:
a. He may choose to wait for his big blind.

b. He may post the big blind (it is live} from any position inciuding in front
of or behind the button. If he posts in front of the button, it passes him
the next hand.

C. He may choose to straddle {(double the big blind) in position.

If a player leaves the table for any reason and the blind(s) passes his
position, he may resume play by posting the total amount of the blinds for
the game or wait for the big blind. If he chooses to post, the small blind is
dead money and is moved to the center of the pot while the big blind is live.

The dealer button always moves forward, and the blinds are adjusted
accordingly.

In all games, the smaliest increment chip used in the blind plays in all-in
situations.

Ptayers who have not taken the big blind may move away from the blind and
have two options.

a. Post the big blind; it is live.
b. Wait and be dealt back in on the same position.

Players who are dealt fewer cards than called for receive a card from the top
of the deck after the deal is compiete. If a player is dealt an additional card,
one card at random is retrieved by the Floor person, turned face up and used
as the burn card. Ifit is discovered after substantial action, all monies, antes
and blinds are forfeited by that player.

If the flop has too many cards, it will be taken back, except for the burn card,
and reshuffled. No new burn card will be used.

If cards are flopped by the house dealer before all the betting is completed,
the entire flop is taken back and reshuffled. The burn card wilt remain, and
no additional burn card will be used for this flop.

If the house dealer turns up the fourth card on the board before the action
is completed, the card does not play. After the completion of the action, the
next card is burned and the fifth card is put in the fourth card’s place. After
action is completed, the house dealer will reshuffle the deck, including the
card that was taken out of play but not the burn card or discards. The house
dealer will then deal the fifth card, with no additional burn card.
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M.17
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If the fifth card is turned up before betting is complete, it will be reshuffled in
the same manner as in the previous rule.

A card dealt off the table is treated as an exposed card.

In full games, if players are away from the table, the house dealer will take
the collection from their stacks. A game with all seats taken or with a waiting
list will be considered a full game.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. |f you are cailed for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter penod of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection} for that tabie, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at atable. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.
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General House Rules applicable for Hold’'em Game and Variations

Game Description: Pineapple (also known as Pineapple Hold'em), Each
player gets three hole cards. Five community cards are then turned up on the
table. Asin Stud, Pineapple has structured betting. Spread limit games may
be offered.

Pineapple uses a flat disc called a dealer button to indicate the player, who
in theory, dealt the cards for that pot. The button {player with the dealer
button} is last to receive cards on the initial deal and has the right of last
action on all betting rounds except the first. One or maore blind bets, posted
before players look at their cards, are used to stimulate action and initiate
play. Blinds are posted by players who sit in consecutive clockwise order
from the button. Action is initiated on the first betting round by the player on
the immediate left of the person who posted the furthest blind clockwise from
the button. On all subsequent betting rounds the action is begun by the first
active player clockwise from the button.

In Pineapple, a player receives three down cards as his initial hand, prior to
the three board cards being turned up, each player will discard one of his
down cards. There is a round of betting after these cards have been
delivered. Three board cards are turned up simultaneously (which is called
"the flop"}. They are community cards available to all players.

Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
(one in his hand, four from the board, etc.) to determine his best hand.
Players may use all of the board cards which is termed "playing the board";
each must announce that he is playing the board before mucking his hand.

Pineapple may be played High-Low split, with an eight or better qualifier for
low.

Ranking of Hands is the same as in Draw Poker, except there is no Joker.

RANK OF HANDS:

{a) Royal Flush (f)  Straight

{b)  Straight Flush (g) Three of a Kind
{c) Four of a Kind  (h} Two Pair

{d) Full House (1) One Pair

{e) Flush _ ) High Card



N.7 A new player entering any Pineapple game has three options:
C. He may choose to wait for his big blind.

b. He may post the big blind (it is live) from any position including in front
of or behind the button. If he posts in front of the button, it passes him
the next hand,

C. He may choose to straddle (double the big blind) in position.

N.8 If a player leaves the table for any reason and the blind(s) passes his
position, he may resume play by posting the total amount of the blinds for
the game or wait for the big blind. If he chooses to post, the small blind is
dead money and is moved to the center of the pot while the big blind is live.

N.9 The dealer button always moves forward, and the blinds are adjusted
accordingly.

N.10 In all games, the smallest increment chip used in the blind plays in all-in
situations.

N.11 Players who have not taken the big blind may move away from the blind and
have two options.

a. Post the big blind; it is live.
b. Wait and be dealt back in on the same position.

N.12 Players who are dealt fewer cards than called for receive a card from the top
of the deck after the deal is complete. If a player is dealt an additional card,
one card atrandom is retrieved by the Floor person, turned face up and used
as the burn card. Ifitis discovered after substantial action, all monies, antes
and blinds are forfeited by that player.

N.13 Ifthe flop has too many cards, it will be taken back, except for the burn card,
and reshuffled. No new burn card will be used.

N.14 If cards are flopped by the house dealer before all the betting is completed,
the entire flop iIs taken back and reshuffled. The burn card will remain, and
no additional burn card will be used for this flop.
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If the house dealer turns up the fourth card on the board before the action
is completed, the card does not play. After the completion of the action, the
next card is burned and the fifth card is put in the fourth card's place. After
action is completed, the house dealer will reshuffle the deck, including the
card that was taken out of play but not the burn card or discards. The house
dealer will then deal the fifth card, with no additional burn card.

if the fifth card is turned up before betting is complete, it will be reshuffled in
the same manner as in the previous rule.

A card deait off the table is treated as an exposed card.

In full games, if players are away from the table, the house dealer will take
the coliection from their stacks. A game with all seats taken or with a waiting
list will be considered a full game.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.
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Per Hand Collection: Each table will have the per hand fee amount
{collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at atable. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

PINEAPPLE HIGH-LOW SPLIT (8 OR BETTER)
General House Rules applicable to Hold'erm Game and Vanations

Game Description: Pineapple High-Low Split - 8 or Better is another
variation of Pineapple Hold'em where there can be two winners. The best
high hand splits the pot with the best low hand. A qualifier of eight or better
for low will be in force for all high-low split games unless a specific posting
to the contrary is made. This is said to be a "qualifier” or "High-Low Split, 8
or Better.” If there is a qualifier, the betting rules are like Pineapple. In an
"8 or Better” game, if there is no low, the high hand wins the entire pot.

Aces may be used for high or low, and straights or flushes do not timpair the
value of a hand for low. A player may use any five cards to make his best
high hand and any other grouping of five cards, whether the same as his
high hand or not, to make his best low hand.

Pineapple High-Low Split, each player gets three hole cards, one of which
must be discarded. Five community cards are then turned up on the table.
As in Stud, Pineapple has structured betting. Spread limit games may be
offered.

Pineapple High-Low Split uses a flat disc called a dealer button to indicate
the player, who in theory, dealt the cards for that pot. The button (player with
the dealer button) is last to receive cards on the initial deal and has the right
of last action on all betting rounds except the first. One or more blind bets,
posted before players look at their cards, are used to stimulate action and
inttiate play. Biinds are posted by players who sit in consecutive clockwise
order from the button. Action is initiated on the first betting round by the
player on the immediate left of the person who posted the furthest blind
clockwise from the button. On all subsequent betting rounds the action is
begun by the first active player clockwise from the button.

In Pineapple High-Low Split, a player receives three down cards as his initial
hand, prior to the three board cards being turned up, each player will discard
one of his down cards. There is a round of betting after these cards have
been delivered. Three board cards are turned up simultaneously (which is
called "the flop™). They are community cards available to all players.
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Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
(one in his hand, four from the board, etc.} to determine his best hand.
Players may use all of the board cards which is termed "playing the board";
each must announce that he is playing the board before mucking his hand.

Rank of Hands: These are the general categories of hands in descending
order of strength:

RANK OF HIGH HANDS:

{(a) Royal Flush (f) Straight

(b)  Straight Flush (@) Three of a Kind

{(c) Four of a Kind (h) Two Pair

{(d) Full House (1) One Pair

{e) Flush G) High Card
RANK OF LOW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-6-5-3-2.
Straights and flushes do not count against the player's hand. To qualify to
win a Low hand there can not be a card higher than an eight in your five
cards.

One of the following fee collection methods will be used in each Pineapple
style Poker game.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.
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Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

CRAZY PINEAPPLE HOLD'EM
General House Rules applicable to Hold’'em Game and Variations

Game Description: Crazy Pineapple (also known as Crazy Pineapple
Hold’em). Each player gets three hole cards, one of which must be
discarded (after the first three community cards are turned up). Five
community cards are then turned up on the table. As in Stud, Pineapple has
structured betting. Spread limit games may be offered.

Crazy Pineapple uses a flat disc called a dealer button to indicate the player,
who in theory, dealt the cards for that pot. The button (player with the dealer
button) is last to receive cards on the initial deal and has the right of last
action on all betting rounds except the first. One or more blind bets, posted
before players look at their cards, are used to stimulate action and initiate
play. Blinds are posted by players who sit in consecutive clockwise order
from the button. Action is initiated on the first betting round by the player on
the immediate left of the person who posted the furthest blind clockwise from
the button. On all subsequent betting rounds the action is begun by the first
active player clockwise from the button.
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in Crazy Pineapple, a player receives three down cards as his initial hand,
after the three board cards being turned up, each player will discard one of
his down cards. There is a round of betting after these cards have been
delivered. Three board cards are turned up simuitaneously (which is called
"the flop™). They are community cards available to all players.

Another round of betting occurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
{one in his hand, four from the board, etc.) to determine his best hand.

" Players may use all of the board cards which is termed "playing the board";

each must announce that he is playing the board before mucking his hand.

Crazy Pineapple may be played High-Low split, with an eight or better
qualifier for low.

Ranking of Hands is the same as in Draw Poker, except there is no Joker.

RANK OF HANDS:
(a} Royal Flush (f}  Straight
(b}  Straight Flush (g} Three of a Kind
(¢} FourofaKind (h) Two Pair
(d)  Full House (I} One Pair
(e}  Flush (i) High Card

A new player entering any Crazy Pineapple game has three options:
a. He may choose to watt for his big blind.

b. He may post the big blind (it is live) from any position including
in front of or behind the button. If he posts in front of the
button, it passes him the next hand. '

c.. He may choose to straddle (double the big blind) in position.

If a player leaves the table for any reason and the blind(s) passes his
position, he may resume play by posting the total amount of the blinds for
the game or wait for the big blind, If he chooses to post, the small blind is
dead money and is moved to the center of the pot while the big blind is live.

The dealer button always moves forward, and the blinds are adjusted
accordingly.

In all games, the smallest increment chip used in the biind plays in all-in
situations.



P.11 Players who have not taken the big blind may move away from the blind and
have two options.

a. Post the big blind; it is five.
b. Wait and be dealt back in on the same position.

P.12 Players who are dealt fewer cards than called for receive a card from the top
of the deck after the deal is complete. If a player is dealt an additional card,
one card at random is retrieved by the Floor person, turned face up and used
as the burn card. If it is discovered after substantial action, all monies, antes
and blinds are forfeited by that player.

P.13 Ifthe flop has too many cards, it will be taken back, except for the burn card,
and reshuffled. No new burn card will be used.

P.14 [f cards are flopped by the house dealer before all the betting is completed,
the entire flop is taken back and reshuffled. The burn card will remain, and
no additional burn card will be used for this flop.

P.15 |If the house dealer turns up the fourth card on the board before the action
is completed, the card does not play. After the completion of the action, the
next card is burned and the fifth card is put in the fourth card's place. After
action is completed, the house dealer will reshuffle the deck, including the
card that was taken out of play but not the burn card or discards. The house
dealer will then deal the fifth card, with no additional burn card.

P 16 If the fifth card is turned up before betting is complete, it will be reshuffled in
the same manner as in the previous rule.

P.17 A card dealt off the table is treated as an exposed card.

P.18 In full games, if players are away from the table, the house dealer will take
the collection from their stacks. A game with all seats taken or with a waiting
list will be considered a full game.

Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.
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Haif Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each tabie will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
{collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

CRAZY PINEAPPLE HIGH-LOW SPLIT (8 OR BETTER})
General House Rules applicable for Hold'em Game and Variations

Game Description: Crazy Pineapple High-Low Split - 8 or Better is another
variation of Texas Hold’em where there can be two winners. The best high
hand splits the pot with the best low hand. A qualifier of eight or better for
fow will be in force for all high-low split games unless a specific posting to the
contrary is made. This is said to be a "qualifier” or "High-Low Split, 8 or
Better.” If there is a qualifier, the betting rules are like Crazy Pineapple. In
an "8 or Better” game, if there is no low, the high hand wins the entire pot.
Aces may be used for high or low, and straights or flushes do not impair the
value of a hand for low. A player may use any five cards to make his best
high hand and any other grouping of five cards, whether the same as his
high hand or not, to make his best low hand.

Crazy Pineapple High-Low Spilit, each player gets three hole cards, one of
which must be discarded (after the first three community cards are turned
up). Five community cards are then turned up on the table. As in Stud,
Crazy Pineapple has structured betting. Spread limit games may be offered.
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Crazy Pineapple High-Low Split uses a flat disc called a dealer button to
indicate the player, who in theory, dealt the cards for that pot. The button
(player with the dealer button) is last to receive cards on the initial deal and
has the right of last action on all betting rounds except the first. One or more
blind bets, posted before players look at their cards, are used to stimulate
action and initiate play. Blinds are posted by players who sit in consecutive
clockwise order from the button, Action is initiated on the first betting round
by the player on the immediate left of the person who posted the furthest
blind clockwise from the button. Onall subsequent betting rounds the action
is begun by the first active player clockwise from the button.

In Crazy Pineapple High-Low Split , a player receives three down cards as
his initial hand, prior to the three board cards being turned up, each player
will discard one of his down cards (after the first three community cards are
turned up). There is a round of betting after these cards have been delivered.
Three board cards are turned up simuitaneously (which is called "the flop").
They are community cards available to ali players.

Another round of betting oceurs. The next two board cards are turned one
at a time with a round of betting after each one. After the final round of
betting has been completed, a player may use any combination of five cards
{one in his hand, four from the board, etc.) to determine his best hand.
Players may use all of the board cards which is termed "playing the board";
each must announce that he is playing the board before mucking his hand.

Rank of Hands: These are the general categories of hands in descending
order of strength:

RANK OF HIGH HANDS:

{a) Royal Flush (f}  Straight

(b)  Straight Flush (g) Three of a Kind
{c) Four of a Kind (h) Two Pair

{(d}  Full House {(t) One Pair

{e) Flush () High Card

RANK OF LOW HANDS:

The best low hand is 5-4-3-2-A, and 7-6-4-3-2 is better than a 7-6-5-3-2.
Straights and flushes do not count against the player's hand. To qualify to
win a Low hand there can not be a card higher than an eight in your five
cards.

One of the following fee collection methods will be used in each Crazy
Pineapple style Poker game.
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Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. |f
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips ieft on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection} for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of time to play a complete round. The fee
shall be determined (fixed) in advance of play. There shall be no more than
three posted rates at atable. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

PANGUINGUE

PANGUINGUE (pan-ginn'-gay), popularly known as "PAN," has been played
in California since the early 1900's.

The Object of the Game is to have combinations of three or more cards in
sets or runs (known as melds} laid on the table in front of you using eleven
cards. The first player doing so is the winner and receives chips from other
players that still have chips and cards remaining in their hands. The winner
of the hand will win chips from the other players in different ways that will be
described below.

Number of Players: At Bay%101 two to eight players may piay.
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The Deck: Eight decks of regular playing cards are used to play the game;
8's, 9's, 10's and the Jokers are omitted, leaving a total of 320 cards.
(Sometimes a set of spades is deleted from the deck for 310 cards).

Cards in each suit rank as follows: King being the highest, Queen, Jack,
7.6,5,4, 3,2, A The Jack and the seven can be used in sequence, There
is no rank of suits except that spades pay double.

The Deal: The house dealer will shuffle and cut the cards throughout the
play. Players are dealt 10 cards, five (5) at a time in a counterclockwise
direction. The house dealer will start with:

a. The player who is dealt the lowest card face up at the
beginning of a new game.
b. The winner of the last hand,
C. The player to the right of the seat where the last hand was won when

the winner elects to change seats, leaves the game or passes.

The Draw: Once the player has touched the deck to draw, holding the
wrong number of cards fouls his hand. He must draw from the deck rather
than use the last discard.

The draw should not begin until all players have declared. The first player
to draw is the declared winner of the previous hand, or, if he is out, the first
player to his right.

Each drawn card will be displayed face up. All players in action have the
right to see all drawn cards. Pan rules forbid a player from putting the option
card or draw card in his hand. Putting a card in the hand makes it foul. The
player would have 1o return all pay he has collected and continue to pay the
other players all earned pay for the remainder of the hand.

A drawn card is discarded when it is released toward the house dealer.

Once a player has touched the deck, he may not change his mind and use
the option card. He has lost his right to the option card unless it is forced on
him by another player.

A player overlooking or ignoring an option card which can be used in one of
his board melds and touching the deck to draw, may, by choice of any player
in action, be forced to either use the option card or to continue the draw.
The exception to this is the player who drew and discarded the option card
without forcing it; he may not subsequently decide to force it.

If the rotation of the draw becomes confused, the house dealer will attempt

to reconstruct the proper order whenever possible. When unable to do so,
the house dealer will follow these guidelines:
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a. Once three or more players have, for whatever reason, drawn out of
order, the draw stands and continues from there.

b. Once three or more players have drawn out of turn, cards used and
pay collected as a direct or indirect result of their plays out of turn wili
stand so long as the meid Is valid.

C. When the draw can be reconstructed, such eiforts will be made for
the benefit of players who have not drawn.

The Play: Each player draws one card from the top of the deck or uses the
option card. If the player takes the top card off the deck, he must use it
immediately in a meld or discard it.

After drawing and before discarding, the player may meld as many sets or
runs as he holds or may add to his existing melds.

Sef: Three cards or more of the same rank but all of different suits would
be considered a meld. Three or more cards of the same rank, all being the
same suit, also would be considered a meld. The only exception would be
three Aces or three Kings. Regardless of suit, they would also be considered
a meld. Aces and Kings are commonly called non comoquers.

Sequence: Any three cards in sequence of the same suit, as Heart Q, J.
7.

Forcing Cards: If the option card can be added to a meld of the player to
whom it is available, any other player may, if he desires to, require the
player to take that card. The purpose in forcing this draw on the player is to
compel him to make a discard, thereby possibly breaking up a prospective
combination in the cards he holds.

A player may not give the out card to another player with ten (10) cards
melded on the board if the card can be used in the first player's hand. Any
player in action has the right to see the first hand and to force back the card
if it can be used in any way.

A player may not be forced to take an out card unless that card would put the
next player out for a greater amount of pay.

Any player in action may choose to end the hand for lower pay by forcing the
out card.

Foul Hands: A foul hand is a hand successfully called foul by a player in
action as a result of one or more violations of rules.
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Irregularities: If, before the player has made his first draw, he finds he has
nine cards, the house dealer will deal the player an additional card. If the
player has eleven cards, the house dealer withdraws the excess card from
the player's hand, putting it among the discarded hands of passing players.
If the player has been dealt less than eight cards or more than eleven cards,
the hand is dead and the player’s passing ante will be returned.

if a player's hand is found incorrect after he has made his first draw, he must
discard his hand, retire from that deal and return all collections he made for
conditions. In addition he must continue to make due payments to others for
their winnings.

Going Out: When a player shows eleven cards in melds, he collects two
chips from every player, plus he aiso collects for valid pay condition,

When a player has all ten cards spread, the player at his left may not discard
an option card, if he can possibly use it, that puts the opponent to his right
out.

Incorrect Meld: If a player lays down any spread not conforming to the
rules, he must make it valid on demand. If he cannot do so, he must return
any collections made for the improper spread and legally proceed with the
turn. If he has already discarded, he must return all collections made on that
hand, discard the hand, and retire from play until the next deal, but must
continue to make payments to others for conditions and winnings. However,
if the player makes the meld valid before attention is calied to it, there is no
penalty. Each meld {or spread) must be at least three cards, it may be as
many as eleven. For convenience the melds are classified as sequences
(usually called “ropes” and sets).

Conditions: Certain melds are calted conditions. On melding conditions,
the player immediately collects chips from every other player, as follows: All
threes, fives, and sevens are Valle (pronounced valley) cards, that is “cards
of value.” Cards of other rank are no-valle.

The conditions are:

a. Any set of Valle cards, not in same suit, 1 chip.

b. Any set of Valle cards, in the same suit, 4 chips in Spades, 2 chips in
any other suit.

C. Any set of non Valle cards, in the same suit, 2 chips in Spades, 1 chip
in any other suit.

d. Any sequence of A, 2, 3 in the same suii, 2 chips in Spades, 1 chip in
any other suit.

e. Any sequence of K, Q, J in the same suit, 2 chips in Spades, 1 chip

in any other suit.
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Increasing: A player may add one or more cards to any of his melds,
provided that the character of the meld is preserved. To a set of different
suits he may add any card of the same rank, to a set of the same suit,
another of the same rank and suit. When such cards are so added to a
condition, the player collects the value of the original condition for each
additional card, except that only half value is paid for addition to a set of
three Valle cards in the same suit (2 chips in Spades, 1 chip in any other
suit}).

One meld may be split into two by addition of cards, provided that two valid
melds result. For example: Diamond J, 7, 6, 5 may be split into two melds
by the addition of Diamond Q, 4. The advantage in splitting is to increase the
number of open ends. If splitting a meld creates a condition, player collects
for this condition, 2 chips in Spades, 1 chip in any other suit. Example: The
player has melded four 4's one of each suit; by adding two more 4's of the
same suit he makes tow valid melds, one of them a condition.

Borrowing: A player may take a card from one of his increased melds to
make a new meld, provided he leaves a valid meld. For exampie: from club
7.6, 5, 4, he may bottom either the 7 or 4, but not the six or five.

Pays : All Pays {(sometimes know as collections, not to be confused with
fee collection) must be called for before discarding. A player who neglects
to do so may not ask for the pay unti! his hand is hit again.

The same amount of pay must be collected from each player in action. A
player may ask for short pay, but all players will pay the same amount.

A player penalized for a foul hand is required to repay all chips collected
during the hand, but he does not have to repay any opponent who has gone
broke and/or previously fouled his hand.

On the outs, a player having to collect and then cut off a collection must be
specific in his statement or action. Simply stating "out on a good one" is
not sufficient.

A player may ask the house dealer for help in calculating the value of a
collection or of the outs.

No pot may be awarded until all losing hands have been killed. The winning
hand should remain face up until the pot is awarded.
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Dealer Enforcement: Pan rules are usually enforced only at the specific
request of a player in action. The House cannot always intervene on behalf
of an injured player unless he promptly calls the problem to the house
dealer's attention. Players must protect their hands and enforce their rights
according to the rules.

The house dealer may not assist or advise players except to calculate the
value of collections or of the outs when any active player asks. The ouis
must be read as the hand lies.

The house dealer will intervene when unearned pay is requested.

The house dealer will enforce payment of all earned collections. The outs
will be paid in front of each player’s position {no spiashing).

The house dealer will foul a player's hand at the request of another player in
action when justified by the rules.

General: The minimum buy-in is twenty {20} chips of equal value for the
condition of the game.

Playing for Tops is allowed in time collection games only. Before play starts,
each player beginning with the previous "winning” hand declares whether he
will stay in the play or retire. If he retires, he discarded his hand and forfeits
his ante, usually two chips. Hands discarded by retiring players are not
returned to the deck, but are set aside so that they may not be drawn into
piay. The forfeits (called "tops”} go to the player who goes out.

A player who causes a game to break up by leaving the table or refusing to
play will lose his place on the change board, and his name will be put at the
bottom of the waiting list.

On the deal, foreign cards (8, 9, 10, Joker) appearing in a player's hand will
be replaced from the center. On the draw, the foreign card will be removed
and the player will draw again.

Each player is responsible for counting the cards before picking them up. f
a player discovers he has the wrong number of cards after the player
touched the deck to draw, his hand is foul and he must return all pay he has
collected and pay all earned pay for the remainder of the hand.

The Floor person's decision is final in ali disputes and in the interpretation of
ail rules.

One of the following fee collection methods will be used in each Pan game.
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Per Round Time Collection: The Dealer position, as indicated by the
Dealer Button, or the Collection Button, rotates around the table, each player
will be obligated to pay the posted collection fee for the time it takes to play
a complete round. Each table will have the per round time fee amount for
that table, game type, and limit, posted. The posted fee may be reduced as
the number of players at the table reduces to compensate for the shorter
period of time to play a complete round.

Half Hour Time Collection: A half hour time collection will be charged
either at the half hour house dealer change or when a light comes on to
indicate that it is collection time. If you are called for a seat while the
collection light is on, or at the time when the House dealers are changing,
and there is a waiting list for that particular game, you must pay your
collection whether or not the light is still on when you arrive at the table. If
you have a seat occupied but you are away from the table when collection
is taken, the collection will be paid from your chips left on the table. If not
enough chips are left on the table, you will be responsible for paying your
collection prior to resuming play. Each table will have the half hour time fee
amount for that table, game type, and limit, posted. The posted fee may be
reduced as the number of players at the table reduces to compensate for the
shorter period of time to play a complete round.

Per Hand Collection: Each table will have the per hand fee amount
(collection) for that table, game type, and game limit, posted. The posted
fee may be reduced as the number of players at the table reduces to
compensate for the shorter period of fime to play a complete round. The fee
shall be determined (fixed} in advance of play. There shall be no more than
three posted rates at a table. The fixed collection fee shall be taken from the
blind or antes before or during play of hand and prior to the end of play of the
hand.

LA
L
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BAY#101 GENERAL HOUSE RULES OF CALIFORNIA GAMES

10.

Revised
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11.

House rules applicable to alf California (player/dealer) style games
Each player has the option of being the player/dealer for two consecutive
hands on any betting position wagered on the previous hand. All players
play their hands against the player/dealer's hand only.

A Bay#101 employee on duty never makes a determination regarding play
of a customers player/dealer’s hand, other than their own hand.

Each table and each betting circle has a spread limit defining the minimum
and maximum amount that may be wagered in each betting spot. Players
must wager at least the table minimum. Any amount wagered over the
maximum will receive no action. Less than minimum bets will receive action,
but cannot be allowed to continue.

The active player/dealer may designate any person to shake the dice except
a Bay#101 employee on duty.

There is no maximum on player/dealer wagers.
All cash will be changed to chips. All bets will be paid in chips.

All action goes clockwise, except in Pai Gow (tiles), starting with the action
button.

The player who controls the seat is the active player for that position.

The active player in control of a seat has the option of allowing back-line play

- on a position upon which he is wagering. Bets may only be placed in the

spots provided on the table layout.

The seated player may not prohibit any player from wagering on a position
if he himself is not wagering on it. Once a player has wagered on this
position, that player is allowed to wager or back-line if a spot is open.

Back-line players may participate in the play of the hand. If the active player
and back-line player(s) disagree over the play of the hand, the player with the
largest wager that will receive action makes the final decision. When the
largest wagers are equal amounts and these players do not agree, the active
player makes the decision.
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24,

When the back-line player{s) wishes to make a decision on the hand and has
the largest bet in action, he must verbally declare his intent to the house
dealer to stop the action before the active player acts.

In the player/dealer position, the player with the largest wager in action
makes the final decision when there is a disagreement on the play of the
hand.

Once the house dealer has released the dice and announced "no more
bets,” players may not change their wagers. Penalty: Possible forfeiture of
wager to the extent that money covers. A player may be barred from play
and subject to prosecution.

Each player must put the entire wager in the spot before the dice cup is
opened by the house dealer. Only money in the spot plays. Stating "money
covers” or other call bets are not acceptable.

Active players are entitled to ask the house dealer the amount of the
player/dealer's wager, to the extent that it affects the play of their hands.

if there was no collection in the previous hand, no one may be the
player/dealer on that spot.

A'player may see all hands on which he has wagered, but may set only the
first hand he looks at. Ali other hands must be set or played "house-way”.

"Kum-Kum" bets will be paid off and/or collected as one bet.

Players who choose to bet Kum-Kum must each wager at least the minimum

bet permitted at that table.

Players who bet Kum-Kum do so at their own risk. The house will not hold
up action or be responsible for settling disputes that arise from Kum-Kum
bets.

A player removing a winning wager from the betting circles may be paid the
minimum bet (to the extent money covers), if the correct amount of the wager
cannot be determined.

A player removing a losing wager from the betting circles may be barred
and/or subject to prosecution.

Any attempts to switch, pass, or hold out cards will cause that hand to be

fouled and forfeiture of that wager to the extent money covers. Any player{s)
found guilty of such actions will be barred and may be subject to prosecution.
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34.

35.

36.

No side bets are allowed.

A player may not surrender his hand, except in games where the rules allow
for surrender; i.e.; No Bust 21% Century Blackjack.

All players are forbidden to show or discuss their hands with any other
players not involved in that hand.

The playeridealer's hand will not be exposed until all hands have been set.

Any player having the wrong number of cards may have a fouled hand. If
the hand 1s ruled foul, the wager will be forfeit to the extent money covers

A hand that has been misread by the house dealer will play at true value if
it can be retrieved intact.

House fee collections will be deterrnined prior to the play of the hand. The
method of collection can be found in the rules of each game type.

Certain types of paraphernalia are not aliowed on the playing surface of the
table; i.e. radios, cell phones, beverage containers, tape and CD players,
wallets, purses, reading materials, and similar items. Chip racks containing
chips are permitted on the surface of the table.

Celi phone calis may not be made or taken while on the gaming floor or at a
table. Players must excuse themselves from the game and move off the
gaming floor to make or receive cell phone calls

Players are responsible for protecting their own hands and wagers at all
times. Cards and tiles may not be removed past the edge of the table and
mitist be kept in plain view at all times.

California Games are multi-ethnic and various languages are permitted and
spoken at the tables. In case of questions or disputes, house rulings will
always be given in English. House rulings may also be given in another
relevant language if, in the Bay#101's opinion, it will assist the
understanding of the ruling. '

The general house rules for California Games apply to all California
{player/dealer) style games unless a rule for specific game states otherwise,
in which case the specific rule applies.
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By wagering in a California game, players agree that Management has the
final decision on who may play and the manner in which play is conducted.
Discourteous or rude behavior, abusive language and unruly conduct are not
tolerated. To make the games enjoyable and to protect players and
employees from unpleasant situations, management supervises the behavior
of participants in the games, excludes players as appropriate, interprets
game rules, and makes decisions in the best interest of the game.

Management and floor persons reserve the right to make decisions in the
best interest of the game, even though a technicai interpretation of the rules
might dictate a contrary decision.

Management's decision is final.

CALIFORNIA BLACKJACK

Game Description: California Blackjack is played with 56 cards: one or
more standard 52-card deck(s) plus 4 Cal-Aces. The game is dealtona’
poker style table to eight players {positions). The object of the game is to get
22, or as close to 22 as possible, by adding up the value of the cards.

Rank of Hands: All cards count their face value with the exception of Aces,
which can be either one or eleven. Face cards count as ten. You cannot
"bust” in California Blackjack. If no one has 22, whoever is closest to 22
wins. The hand closest to 22, but under 22, beats the hand thatis over 22.
As an example, 21 beats 23 because it is under 22, but 23 beats 20 because
it is closer to 22.

A Natural consists of any two Aces, 22 points on the first two cards. This
hand should be turned up immediately. Should a natural not be exposed
before the first draw card is deali, the hand plays as a 22.

During the draw, players must position their hole cards in the "hit” box in
order to draw. By positioning their hole cards in the "stand"” box, players
automatically pass. Players are fully responsible for the correct placement
of their hands.

If one card is exposed during the deal, it plays. If a player elects to draw, the
first draw card will be delivered face down.

Cards removed from the table may be declared dead.
The contents of each hand must be kept secret.

The player/dealer will be dealt one card face up and one card face down.
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All players will be dealt two cards face down.

The player/dealer will be allowed to check the hole card for a Natural when
showing an Ace on board. If the player/dealer has a Natural, the hand is
concluded, and the player/dealeris paid to the extent that the player’s money
covers. Should a natural not be exposed before the first draw card is deailt,
the hand plays as a 22.

Naturals held by players are paid in order to the extent that the
player/dealer's money covers.

Players may stand on any point total, but may not draw further once reaching
or exceeding 22 hard points.

Once a player has passed during the draw, the cards may not be handled
further.

The player/dealer draws last, and must hit 18 or less and soft 25 or more.
The player/dealer must stand on all 21's and 22's. Player/dealer option
hands are 19, 20, soft 23 and soft 24.

Ties are a "push” and have no effect on the settlement of other wagers.
A player may not expose, surrender, or concede his hand.

At the request of a player, the Floor Supervisor may play a hand according
to "House Way™ which is as follows:

a. Stand on 20, 21, 22 and 23.
b. Stand on hard 19 when the "House dealer" shows an 8 or 9.
c. Hit all other hands.

A House Way hand inadvertently set or misplayed is a dead hand. All other
hands are in play.

House fee collection will be collected as follows:

Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction (spot) a player makes.
The amount of the fixed fee to be paid, the minimum and maximum betting
limit for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual table.

If it is determined that a player did not pay his collection prior to the play of
the hand, The following penalty will be imposed:
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a. Should the wager in question win and it is determined that no
collection was paid, the wager will not be paid and the player will risk
being barred from the casino.

b. Should the wager in question lose and it is determined that no
collection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred until the coliection is
paid.

The dice cup (containing three dice) is shaken by the player/dealer to
determine which seated player (position) receives the first action hand. The
player/dealer is always counted as numbers 1,8 or 15, in a seven handed
games, or 1,9 or 17 in an eight handed game. In some games, special dice
maybe used which would never have a combined spot total of more than
seven or eight. The house dealer will deal each player {position) two cards
each. The player/dealer’s hand is kept in front of the house dealer.

"NO BUST” 21°T CENTURY BLACKJACK

217" Century Blackjack is dealt from a shoe or shuffle machine containing
one to eight decks of standard playing cards consisting of 52 cards plus one
Joker per deck.

The Players’ objective is to form a hand that does not exceed "Natural 22",

All Players and the Designated Players cards will be dealit face up.
Exception: Double-down.

Each Player will receive two cards on the initial deal. Designated Player
recetves one.

Pl'ayers have the option to draw additional cards.
All cards have face value.

All face cards have a value of 10.

Aces have a value of 1 or 11.

Jokers are wild. A Joker with any card is hard 21. Players may not draw
further.

The value of each hand is the sum of its cards.

All Players hands are compared with the Designated Player hand.
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A "Natural" hand beats all other hands. A "Natural" consists of:

a Two Jokers {pays 2 to 1}
b. Two Aces or
C. One Ace and one Joker.

If a Player’s total is more than a "Natural” and the Designated Player's totai
is a "Natural” or less, the DESIGNATED PLAYER WINS.

If a Player's total is a "Natural”: or less, and the Designated Player’s total is
more than a "Natural,” the PLAYER WINS.

If the Player and the Designated Piayer’s total are above a "Natural™:

a. Designated Player is closer to a "Natural,” DESIGNATED PLAYER
WINS.

b. If a Player is closer to a "Natural,” it is a PUSH.

c. DESIGNATED PLAYER WINS all ties over a "Natural.”

If the Player and the Designated Player's total is below a "Natural,” the hand
closest to a "Natural,” wins.

If the Player and Designated Player are tied on a "Natural” or less, itis a
PUSH.

If the Designated Player’s first card is a Joker, there is no draw or surrender.
All payoffs to the extent that money covers.

The foilowing chari outlines all rules regarding the hit cards subsequent to
receiving two UP cards. After all Players have received their initial two cards,
starting from the next clockwise position from the Designated Player, Players

may receive additional (hit) up cards. Players may draw as many cards as
needed.
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RULES for PLAYERS
MUST STAND ON MUST HIT ON HAVE OPTION ON

12
11 or Less 13
Soft & Hard 20 14
Soft & Hard 21 15

Natural 22 16
17
18
19

B.21 DOUBLE-DOWN, SPLIT, and SURRENDER RULES

a. Players’ may double-down only on their first two cards and receive
one card face down. Soft hands {Ace) may not be doubled.

b. Players may split any pair with the exception of Aces or Jokers and
receive multiple draw cards.

C. Players may only split once.

d. Players may surrender on their first two cards and forfeit half their
wager to the extent that money covers.

B.22 DESIGNATED PLAYER and DEAL

a. The Designated Player position rotates in a systematic and
continuous way so the deal does not constantly remain with a single
person. The Designated Player position may remain in the same
position for two consecutive hands only, the Designated Player
position must then move to the next position in a clockwise rotation.
The game will be dishanded if at least one other intervening player at
the table does not accept the deal when offered.
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b. Designated Player’s are never required to cover all opposing Players'
wagers. The house never participates as a Player or Designated
Player. The house never takes a percentage of the game.

The following chart outlines all rules regarding the Designated

Player’s hit cards subsequent to all Players receiving hit cards. After
all Players have drawn additional cards, the Designated Player will
receive their second card, which determines where the action button
is to be placed. The Designated Player may also draw as many cards
as needed.

RULES for DESIGNATED PLAYER

MUST STAND ON MUST HIT ON HAVE OPTION ON

HARD 17 SOFT 17

AND ABOVE OR LESS NONE

GAME LIMITS

$10to 3100

$20to $
$40to $
$100

100
100

No Game limit will ever exceed $100.

B.24 DEALER PROCEDURES

Revised
12-22-04

1.

2.

AL Manual Shuffle

Pre shuffled decks are brought to the Dealer in a card carrier.
Dealer will reshuffle all cards.

Designated Player will place a cut card at least ten cards from
the top of the deck.

Dealer cuts the deck at that spot.

The dealer places the cut card approximately one deck {53
cards) from the bottom of the shoe to insure that the shoe
does not run out of cards in the middle of a hand.
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When the cut card appears, the Dealer calis for new cards and
completes the hand in progress. '

B. Machine Shuffled Shoe (Off Table)

1.

2.
3

Pre shuffled decks are brought to dealer in shoe. -

Dealer will expose first card in shoe face up on table.

Dealer will deal out appropriate number of cards as determined
by exposed card face down and will place cards at back of
deck(s) in shoe.

The dealer places cut card approximately one deck (53 cards)
from bottom of shoe to insure that shoe does not run out of
cards in middle if a hand.

When the cut card appears, Dealer calls for a new shoe and
completes the hand in progress,

C. Machine Shuffle (On Table)

1.

Cards are delivered to Dealer in card carrier or box by
Floorperson.

Dealer shall spread the cards on the table and verify the
deck(s) are complete and suited.

Dealer will place cards in shuffle machine while Flcorperson is
present and start a machine shuffie.

B.25 House fee coliection will be collected as follows:

Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction (spot) a player makes.
The amount of the fixed fee to be paid, the minimum and maximum betting
limit for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual table.

If it is determined that a player did not pay his collection prior to the play of
the hand, The following penalty will be imposed:

a Should the wager in question win and it is determined that no
collection was paid, the wager will not be paid and the player will risk
being barred from the casino.
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b. Should the wager in question lose and it is determined that no
collection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred until the collection is
paid.

DOUBLE-HAND POKER (PAI GOW POKER)

GAME DESCRIPTION: Double-Hand Poker is played with 53 or 56 cards:
a standard 52-card deck and one or four Jokers. The Joker may be used as
an Ace, or to complete a straight, a flush or a straight flush. VARIATION:
Jokers may be wild. The game is dealt on a poker style table to seven or
eight players (positions}. The dealer button denotes which one of the seven
or eight players is the player/dealer for that hand.

The house dealer wiil deal seven or eight hands (piles). Each hand contains
seven or eight cards all dealt face down. The player/dealer selects one of
the seven piles as the first hand to be delivered. The house dealer places
an action button on the selected hand. The dice cup (containing three dice)
is shaken by the player/dealer to determine which seated player (position)
receives the first action hand. The player/dealer is always counted as
numbers 1,8 or 15, in a seven handed games with 53 cards, or 1,8 or 17 in
an eight handed game with 56 cards. In some games, special dice maybe
used which would never have a combined spot total of more than seven or
eight. The house dealer will deal each player (position) a pile which consists
of seven cards each. The player/dealer’s hand is kept face down in front of
the house dealer.

The players set their hands (any player may ask for his hand to be set House
Way). Out of the seven cards two hands are made, one two-card hand and
one five-card hand. The five-card hand (the back hand) must rank higher
than the two-card hand (the front hand). The players place their hands face
down with the two-card hand in front and the five-card hand in back,

After all players have set their hands, the House Dealer will open the
player/dealer's hand. The piayer/dealer will determine which way the hand
will be set.

Rank of Hands

(a) Five Aces (g} Straight

{b) Royal Flush {(h} Three-of-a-Kind
(c} Straight Flush (1) Two Pair

(d) Four of a Kind (i} ©One Pair

(e} Full House {k} High Card

(f) Flush
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Note: An Ace may be played high or low for a 5-card straight.
Example: 5-4-3-2-A = Low straight
A-K-Q-J-10 = High straight

The Joker may be used as an Ace or as any card to complete
a straight or as the highest unmatched card in a flush or
straight flush. In Jokers Wild, the Joker may be used as any
card.

Object of the game:

To win the hand, both the front and back hands must rank higher than the
player/dealer's hands. If both of the player/dealer’s hands rank higher than
the player's two hands, the player/dealer wins. If only one of the hands
ranks higher, itis a push, meaning neither side wins. Each player keeps his
bet. An identical hand is called a copy. The player/dealer wins all copies.

The player/dealer may only receive action on the amount wagered. Once
the player/dealer's wager is depleted, the hand is over. It is possible to hold
a losing or a winning hand and receive no action, or partial action.

The player/dealer's hand will not be opened until all hands have been set
with the exception of a "House Way" hand. (See rules #8 and #9.)

A player has a foul hand if;

a. The two-card front hand ranks higher than the five-card back hand,

or
b. The player does not have exactly two cards in the front hand, or
C. The player does not have exactly five cards in the back hand.

A boxed or exposed card on the deal will be replaced by the first of the
remaining four cards after the deal is finished.

A misdeal will be declared if:

a. A Joker or an Ace is boxed or exposed, or
b. if two or more cards are boxed or exposed, or
C. the player/dealer's hand does not have the correct number of cards.
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A player is responsible for the final setting of his hand. When a player
requests assistance on the setting of a hand by the house dealer, a "House
Way" button will be placed on the hand. Upon reaching that hand on the
payoff after the player/dealer's hand is opened and set, the House Way hand
will be opened and set per House Way guidelines. When players have
looked at their hands, they may or may not be allowed to ask for a House
Way play. (See Exhibit # 1 - Double Hand Poker and Exhibit #2 — Pai
Gow House Way) located in Section: 103 — California Games.

Any House Way hand improperly set by the house dealer will be reset by
Management.

The house dealer cannot allow the player/dealer to set his hand foul. If the
house dealer mistakenly allows a foul hand to be played, it will be reset the
most logical way by Management and play will continue.

The player/dealer's hand is not set until he has signified his final decision in
an obvious manner to the house dealer.

Any player may request a new set up before the first bank. Only the
player/dealer may request a change of deck between the first and second
bank.

When two identical cards are turned up, the hand will be declared a misdeal.

A hand that has been misread by the house dealer will play at true value if
it can be retrieved intact.

If the hand goes to the wrong spot before the dice cup is closed, it is a
misdeal. :

House fee collection will be collected as follows:

Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction a player makes. The
amount of the fixed fee to be paid, the minimum and maximum betting limit
for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual table.

If it is determined that a player did not pay his collection prior to the play of
a hand, The following penalty will be imposed:

a. Should the wager in question win and it is determined that no

collection was paid, the wager will not be paid and the player will risk
being barred from the casino.
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b. Should the wager in question lose and it is determined that no
collection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred until the collection is
paid.

104.0 SUPER PAN 9
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Game Description: Super Pan 9 is played with eight decks of cards minus
the 7's, 8's, @'s and 10's for a totai of 288 cards. The game is dealton a
poker style table to seven or eight players (positions). The dealer button
denotes which one of the seven or eight players is the player/dealer for that
hand.

The dice cup ( containing three dice} will be shaken by the player/dealer
to determine which seated player (position) receives the action button. The
action button denotes which hand is to be first in play when the play begins.
The player/dealer is always counted as numbers 1,8 or 15, in a seven
handed games, or 1,9 or 17 in an eight handed game. In some games,
spectal dice maybe used which would never have a combined spot total of
more than seven or eight.

The house dealer wiil deal each player three cards, one at a time, starting at
the action button. The piayer/dealer's cards will be placed under the dealer
button, and after the deal is complete, the player/deaier's cards will be
placed in front of the house dealer and kept face down. Each player may
stand on his hand or draw one additional card.

Card Values are: Face Cards =0
Aces = 1
All Other Cards = Face Value

When adding card values, totals of 10 or 20, equal zero {0).

Example. 6§+6+6=8
S+5+5+5=0
5+5+5+6=1

Rank of Hands: 9-8-7-8-5-4-3-2-1-0

Cbject of the game: To obtain a higher-ranking hand than the
player/dealer's. The highest-ranking hand is 9, the lowest-ranking hand is
0. The Banker must stand on 7 or better, hit 3 or less, with 4, 5, or © being
optional. House Way: stand on 6 or better, hit 5 or less.

The house dealer's hand will not be exposed until alt hands have been set.

When the player/dealer’s three-card hand totals a three or less, the house
dealer will automatically draw a card for the player/dealer.
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When the dealer's three-card hand holds a 7-8-9, the hand will automatically
stand (play).

A boxed card in the shoe is dead and will be replaced by the next card in the
shoe. When the house dealer deals a card off the table, the card will be
picked up by the Floor Supervisor and it plays.

All exposed cards on the deal will play. On the draw, an exposed card will
be replaced after the player/dealer has acted on his hand and before the
player’s hand is read. (Note: an exposed card is defined as one that lands
face up on the table).

The player/dealer's hand is not set uniil he has signified his final decision in
an obvious manner to the house dealer.

A misdeal will be called if;

a. It has been determined, after the second card comes out, that cards
have gone to the wrong spot.

b. The player/dealer has the wrong number of cards.

A hand that has been misread by the house dealer will play at true value if
it can be retrieved intact.

Each player must put his hand down on the proper square before the draw
starts. The house dealer will check with each player in turn.

If a player i1s passed over without protecting his right to draw and the
subsequent player has drawn a card, the passed player may not get a card.

When a player requests assistance on the play of a hand by the house
dealer, a "House Way" button will be placed in that position. In turn, the
house dealer will play the hand according to Bay#101 Guidelines:

a. Draw on five (5) or less.
b. Stand on six (8) or more.

After the player/dealer’'s hand has been opened and set, the "House Way"

hand will be opened and checked. Any House Way hand incorrectly played
by the house supervisor will be ruled dead and receive no action.
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E3
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Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction a player makes. The
amount of the fixed fee to be paid, the minimum and maximum betting limit
for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual table.

a. Should the wager in question win and it is determined that no
collection was patd, the wager will not be paid and the player will risk
being barred from the casino.

b. Should the wager in question lose and it 1s determined that no
coliection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred until the coliection is
paid.

PAl GOW GENERAL RULES

BAY#101 provides house dealers for all games, but does not participate in
the actual play of the game, and has no interest in the outcome of play. No
player ever plays against, or makes a wager against, the BAY#101,

House fee collection will be collected as foliows:

Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction a player makes. The
amount of the fixed fee to be paid, the minimum and maximum beiting limit
for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual tabie.

i it is determined that a player did not pay his/her collection prior to the play
of a hand, The following penalty will be imposed:

a. Should the wager in question win and it is determined that no
collection was paid, the wager wili not be paid and the player will risk
being barred from the casino.

b. Should the wager in question lose and it is determined that no
collection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred untiil the collection is
paid.

Each table has a spread Iimit defining the minimum and maximum amounts
that may be wagered in each spot or transaction.

You must bet at least the minimum limit. A wager, which is less than the
minimum limit, may receive action, but will not be tolerated.
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Any amount over the maximum table limit will not receive action.
There is no maximum on a banker's wager.
‘Kum-Kum’ bets will be paid off and/or collected as one bet.

Players who choose to bet ‘Kum-Kum’ must each wager at least the
minimum bet permitted at the table.

Players who bet ‘Kum-Kum’ do so at their own risk. The house wil! not hold
up action or be responsible for settling disputes that arise from ‘Kum-Kum’
bets.

All action goes counterclockwise, starting with the action button.

All cash must be changed to chips. Chips must be used for all wagers
and/or payoffs.

The player who controls the seat is the only active player for that position,
and the only one allowed to handle the tiles.

Back-line bets are allowed. All back-line bets must be placed in designated
wagering areas (spots) provided on the table layout, at each player position.

A seated player may not prohibit any other player, from wagering on any
spot, that the seated player is not wagering.

If the active player and back-line player(s) disagree over the play of a hand,
the player with the largest wager, in action, makes the final decision. For
example; if the bankers wager totals 5 chips and the active players wager
totals 3 chips, even theough the back-line player's wager may total more than
3 chips, the active player will make the final decision, as the maximum action
the back-line player can receive, in this example, is for 2 chips.

When the back-line player wishes to make a decision on the hand and has
the largest wager, in action, the back-line player must verbally declare their
intent to the house supervisor to stop the action, before the active player
acts.

All wagers must be made in designated wagering areas (spots) and each
wager will pay time collection before each hand is played.

In the banker position, the largest wager, in action, makes the final decision
in any disagreement, on the play of a hand.

The active banker may designate any person to shake the dice, except a
BAY#101 employee on duty.
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Once the house dealer has released the dice and announced “No more
bets,” no one may change their wager. Penalty: Possible forfeiture of wager
to the extent that money covers. Violators may be barred from play and
subject to prosecution.

The bankers’ hand will not be opened, until all players hands have been set.

All players must put their bet(s) in designated wagering areas (spots) before
the dice are released by the house dealer. Only a bet placed within a spot
will play. Stating "money covers,” or other call bets, are neither allowed nor
acceptable.

Any active player is entitled to ask the house dealer the amount of the
bankers’ wager, to the extent that it affects the play of their hand.

No side bets are allowed.

If there was no wager, on a players position, on the previous hand, no one
may be the banker on that players position, on the next hand.

A player may not surrender their hand.

Any attempt to switch, pass and/or hold out any tile(s) will cause that hand
to be foul and forfeiture of that wager, to the extent that money covers.
Penalty. Any such attempt, may subject the player to being barred and/or
criminal prosecution.

Any player removing a losing wager may be barred and/or subject to
prosecution.

Any player, who removes a winning wager from a designated wagering area,
may be paid the minimum wager (to the extent that money covers), if the
correct amount of the wager cannot be determined.

Any player having the wrong number of tiles may have a fouled hand. [f the
hand is ruled foul, the wager will be forfeit to the extent money covers.

All players are forbidden to show or discuss their hands with any other player
not involved in the play of that hand, before the action is completed.

A player may see all hands on which he has wagered, but he may set only
the first hand he looks at. All other hands must be set or played “house-
style™

Once the first players hand (the action hand) has been opened by the house
dealer, the banker’'s hand may not be re-set.

71



Revised

£2-22-01

E.34

E.35

E.36

E.37

E.38

E.39

E.40

E.41

E.42

E.43

E.44

A hand that has been misread by the house dealer, will play at true value, if
it can be retrieved intact.

During the stacking of the tiles, if either a Teen ('12'-the Heaven tile), Dey
{'2'- the Earth tile), Low 3 or Low 6 tile is exposed, all the tiles must be
reshuffled. If any other lile is exposed, the tile will be playable, unless the
banker requests a reshuffle. If two or more tiles are exposed, all the tiles
must be reshuffled.

During the delivery of the bankers tiles, if one tile is exposed, the banker
must accept as playable. I two or more tiles are exposed, the play is dead
and all the tiles are reshuffled.

During delivery of a players hand, if one tile is exposed, the tile will be
playable. If two or more tiles are exposed, that players hand is dead. All
wagers and collections, for that player position, are returned.

Should a tile(s) leave the table and drop to the floor, the tile(s) must be
retrieved by a floor supervisor, and the tile(s) will play. The tile{(s) must be
played face-up and the hand will be opened and read last. After that round
of play, the entire set of 32 tiles will be checked, to insure their
compieteness.

When all playing areas are in play, and players are suspected of signaling,
or otherwise communicating, the value of the tiles in play, the house may, at
its discretion, eliminate a playing area, thereby removing four tiles from each
round of play.

The banker’s hand is not set until the banker has signified his final decision,
in an obvious manner to the house dealer.

The house dealer is not allowed to have any influence on the outcome of a
hand. Selectionof tile delivery, shaking the dice or giving an opinion on the
setting of a hand are examples of influence. The house dealer is allowed to
set any hand the ‘House Way,’ when requested.

The banker chooses the style of tile delivery. The house dealer, after
shuffling, and stacking the tiles in eight stacks of four tiles each, will cut and
arrange the style of delivery requested by the banker. Only styles of delivery
approved by BAY®101 are acceptable. Only the house dealer may stack,
cut or arrange the tiles.

If a player makes a claim, protests or disputes an action, or the house dealer
makes a mistake, the floor supervisor will aiways be called.

No player is allowed to look at or set more than one hand. If a player needs
assistance, they may ask for the ‘House way’
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English is the primary language for Pai Gow at the BAY®101, however, since
Pai Gow is a multiethnic game, various languages are often spoken at the
table. In case of questions or disputes, house rulings and interpretations will
always he given in English, as well as any other relevant language.

At no time will unused tiles be exposed, until the round of play is over. They
will, however, be exposed before beginning a new shuffie.

When opening a game, the tiles will be exposed, in ranking order, and the
dice cup will be uncovered, until such a time that the first players can visually
inspect them. '

A player’'s hand may be ruled dead if they allow any of their tiles to come into
contact with another players tiles.

At the end of a round of play, any hand that was not opened, and/or, any
tiles that were not exposed, will be opened/exposed, prior to beginning the
next shuffle.

If the banker and a player, has an identical ranking hand, the banker wins
that hand. If the banker and a player, have hands of the same numerical
value, the hand with the highest ranking tile wins. If the banker and a player,
each has a hand, with the numerical value of zero (0), the banker hand wins,
regardless of which hand contains the higher-ranking tile.

Any rule that is being violated, will be enforced, if the violation is brought to
the attention of the floor supervisor.

The floor manager's decision is final in all disputes. If a problem occurs
during play, call time and request the floor supervisor immediately. Once a
round of play has started, the floor supervisor may not be called to render a
decision on a previous round of play.

For the customers protection, the house reserves the right to prohibit an
intoxicated person from playing.

No player or banker, can win or lose, more chips than they wagered, on a
round of play.

If, during a round of play, the tiles are found to be irregular (i.e., different
back designs, extra tiles, missing tiles, duplicate tiles, etc.), all hands are
dead. There will be no action and all wagers will be returned. All action on
previous hands will stand.

All tiles must always remain clearly visible to the house dealer, banker and
players. Alltiles must remain on or above the plane of the table surface, and
may not be removed past the edge of the table surface.
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After all players hands have been set, the house dealer will open the
banker’s hand. The house dealer will set the bankers hand in a logical
manner, and may suggest alternative strategies, but it is the banker’s
responsibility to make and announce the decision on the final setting of the
banker's hand.

After setting the bankers hand, the house dealer, starting with the action
hand, will open and read all players hands. After the house dealer compares
a player’s hand to the banker’s hand, any winning hand will remain face-up,
until paid, or action completes. A losing hand will be killed, and the losing
wager will be moved toward the center of the table layout. A band that
pushes will be killed, and the wager will be pushed back toward the player.

After all wagers have been placed, the banker, or their designee, will shake
the dice cup, to determine which player position will receive the first hand
(action band). The three dice totals will be read and announced by the
house dealer. Beginning with the banker position, as position# 1, 9 & 17,
the house dealer will count counterclockwise around the table, until the total
of the three dice has been reached. This position will recetve the first band.

Before opening the dice cup, the banker must choose an approved and
acceptable style of delivery.

PAI GOW (Tiles)

Game Description: Pai Gow, which translates to mean ‘make nine,’ is an
ancient Chinese game and is the ancestor of modern dominoes. ltis played
with a set of 32 Pai Gow dominoes (tiles), each of which has from two to
twelve, either red and/or white dots, on each tile face. The color of the dots
have no real significance in the value of the tiles.

Object of the game: To make two hands, of two tiles each, by using the
four dominoes dealt to each player. Of the two hands, one will be the higher-
ranking hand, the other will be the lower ranking. When comparing a players
hands against the bankers hands, the higher-ranking hands will be compared
against each other and the lower-ranking hands will be compared against
each other.

To Win, both players’ hands must rank higher than the bankers two hands.
To Lose, both player’'s hands must rank lower than the bankers two hands,
and

To Push, one of the players two hands must rank higher, with the second
hand ranking lower than, the bankers two hands, respectively.
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Rank of Hands:

The 32 Pai Gow tiles consist of 16 pairs, of which 11 pairs are matching
(identical}, and 5 pairs are non matching. Each tile has an individual rank,
but when paired with its mate, the pair will have a higher ranking. The
rankings can basically be divided into six groups, as follows:

{a) Gee Joon, (the Supreme pair)

(b} Matched pairs (identical)

(c) Unmatched pairs (not identical}
(d} Wong {a'12' or ‘2" tile, with any 9}
{e} Gong{a ‘12 or'2 tile, with any 8)
{b} Combinations

Combinations are common and comprise much of the strategy in Pai Gow.
When a hand does not include any of the higher-ranking groups,
combinations are formed by taking any two tiles, totaling the spots of the two
tiles, to produce a number, from 9 (highest) to O (lowest). VWhen totaling,
only the last digit is used, as in Super Pan 9, (i.e. 8+7=15, but it is counted
as 5).

It is not an uncommon sirategy, to split a pair, to form two combinations, to
improve the chance of winning, by making two hands of medium rank, rather
than make one good hand and one bad hand. (See game brochure for tile
illustration and ranking charts).

The Play: Pai Gow is dealt counterclockwise to a maximum of 8 player
positions. Allwagers are placed against a player/dealer. Back-line wagering
is acceptable, thus allowing many participants. All participants have the
opportunity to be the player/dealer, in turn, for two consecutive rounds of
play. Any player may decline, or accept, to be the player/dealer. The house
dealer controls the game but does not participate. A dice cup, containing 3
dice, is shaken by the player/dealer, to determine which position will receive
the first hand. Each position will receive a hand consisting of 4 tiles. The
player/dealer hand will be capped with a button, and set, after all players
have set their hands.

Heouse fee collection will be collected as follows:

Prior to the play of a hand, and without regard to the dollar amount wagered,
a fixed fee will be charged for each betting transaction a player makes. The
amount of the fixed fee to be paid, the minimum and maximum betting lint
for each betting transaction, and the maximum number of transactions
allowed will be posted at each individual table.

75



Revised
12-22-004

If it is determined that a player did not pay his collection prior to the play of
a hand, The following penalty will be imposed:

a.

Should the wager in question win and it is determined that no
collection was paid, the wager will not be paid and the player will risk
being barred from the casino.

Shouid the wager in question iose and it is determined that no
collection was paid, the wager will have action and the customer must
pay the collection for the wager or be barred until the collection is
paid.
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OBJECT OF THE GAME

The object of the No-Bust 21st Century Blackjack is for the Players and the Player/Dealer to add the
numerical value of their cards and:

s Obtain the best possible hand of 21and a half, or “Natural.” (This hand pays 6 t0 5.)
e A “Natural” beats all other hands.
» Draw additional cards if needed.

VALUE OF CARDS

A plural standard deck of cards with no Joker is used in the play of the game. The game can be played
with a minimum of one (1) and a maximum of eight (B) decks.

* Any two cards consisting of any special bonus ace with any 10 value or face card is also the best
hand (Natural ). Natural hand beats all other hands.

¢ An Ace has a value of :

a)11and a half on first two cards with all cards with the value of 10's.
b) 1 or 11 with all cards with value of 2-9 .
c) 1 or 11 with three or more cards.

» Two aces have a value of 2 or 12

+ All cards from 2-10 have their face value.
+ Picture or face cards have a value of 10.

RANKING CHART
Card o ~ Value

Ace |a)tiand a half on first Mo cards with
all cards with the value of 10’s.

b) 1 or 11 with all cards with value of
2-9 .

¢) 1 or 11 with three or more cards.

Two 2
Three 3
Four 4
Five 5
Six 6
Seven 7
Eight 8
Nine 9
Ten 10
Jack 10
Queen 10
King 10




ROUND OF PLAY

No-Bust 21st Century Blackjack is played on a raised gaming table. The table seats eight players
who face the Dealer in a 180-degree seating arrangement, The tables are commonly used in the
casino industry. The casino Dealer stands opposite of the players, and in the center of the table.
The casino Dealer's chip tray is set in front of him/her. The play starts from the left of the dealer
and proceeds in a clock-wise fashion.

The game utilizes a 52-card deck with special bonus aces . The aces are bonus cards with the
value of:

a}11and a half on first two cards with all cards with the value of 10's.
b) 1 or 11 with all cards with value of 2-9 .
¢} 1 or 11 with three or more cards.

the game can be played with a minimum of a one deck, totaling 52 cards and to a maximum of
eight decks totaling 416 cards.

All tables will have some type of signage where the name of the game is displayed, along with the
minimum and maximum wager allowed, and collection fee for the Players and Player/Dealer. A
maximum of three collection rates are allowed in compliance with the California Penal Code.

A standard round of play begins when a Player/Dealer is designated. The Player/Dealer will place
an amount of money (casino chips) in front of their seat in a betting circle and that money will be
used to pay the winners and will also set the amount that he/she can collect from the loser. The
casino will place a “button” in front of the Player/Dealer which designates that they are taking the
“Player/Dealer” position and further designate whether it is the first or second turn for the
Player/Dealer in the banking position. The Player/Dealer will place the collection fee in front of his
betting circle.

Players at a table then place their wagers in designated betting circles. The Players may place a
wager at his/her seat along with other unoccupied betting circles. Eacih Player must pay the
posted collection for the wager they placed in any betting circle where they have money or
“action”.

Once the Player/Dealer has posted the amount of money he/she will wager against the other
Players, and once the Players have placed their wagers, the casino dealer will collect all of the
fees. This will always be accomplished prior to the start of the game in accordance with the
California Penal Code. The casino dealer will take the collection fees and drop them into a locked
collection box affixed to the gaming table.

After the fees have been coliected, the Dealer will deal the cards to the Players and the
Player/Dealer. Afl cards dealt throughout the game are always dealt face up. The casino Dealer is
the only person on the table to touch the cards. The Players will signal to the Dealer by hand
gesture if they wish to hit or stand. These hand signals will be consistent with industry standard
signals such as moving their hand in a sweeping motion towards their body indicating they want
an additional card and in moving their hands in a side to side manner, indicating they wish 1o stay
with their cards on the table. The casino Dealer deals the first card to the Player seated to the left
of the designated Player/Dealer, in a clock-wise fashion. Each Player will be dealt one card face
up and the Player/Dealer will receive his/her first card also. The Playsr/Dealer’s first card will be
placed in front of the casino dealer rather than in front of the Player/Dealer's seat position.

The casino Dealer will deal a second face up card to the players, again starting at the Player to
the first seated position to the left of the Player/Dealer, in a clock-wise fashion. The Player/Dealer
will receive a face down card.
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11.

12.

13.
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Players must follow the below listed chart in deciding whether to hit or stand on a particular hand:

Rules For Player .

Must Stand On Must Hit On | Have Option On
12
| 13
14
15
11 Or Less | 16
17
18
19
20

Soft & Hard 21
“Naturals”

After all Players have made their best hands by indicating to the casino Dealer that they do not
wish to have additional cards dealt to thern, the house Dealer will turn over the Player/Dealer hole
card. This card will determine where the “action button” will be placed.

The Action Button determines where the action staris or who will be first to be paid for their
winning hand or lose their wager. The Action Button is placed based on its numerical value and in
comparison to the Players seated at the table. (Please see the chart below for an example of
how the card's value is used to determine the placement of the Action Button.

OO olele
OO 3sor 10s 45 or Jacks OO

(25 or 95 55 or Queens

QO Q
. Q
s or Kings (O

O - DEALING
8 Player Dealer Position TRAY Ts

Once the hand is played to the end, the payout or collection of the wagers will begin at the seat

where the action button is placed. The settling of the wagers will proceed in a clock-wise manner
until all wagers have been acted upon.

In the event that the Player/Dealer does not have enough money on the table to cover all the
wagers on the table, there will be no free collection button, refund, or other conciliatory action
give to the affected Players by the casino or the Player/Dealer.



15. The Player/Dealer's cards will always be dealt and placed in front of the casino Dealer's tray. The
placement of the Player/Dealer's cards is standard in all games and is depicted in the chart
below:

Dealer's 2nd card

that deterrmines action. The dealer's up card.

—‘—c The dgig'i aarc(lj?.t:ional
l - l

—
DEALING TRAY |

i

16. The casino Dealer continues to draw cards for the Player/Dealer, if necessary until a Hard 17 or
higher number is reached. The Player/Dealer does not have an option of hitting a Hard 17 or
higher nor staying on a Soft 17 or lower. See the chart below for details:

Rules For Player/Dealer
Must Stand On Must Hit On Have Option On
| Hard 17 And Above |  Soft17Orless None

17. Once the Player/Dealer’s hand has been made, all winners and losers are determined when their
card’s numerical value are compared to the Player/Dealer’s. The Player/Dealer is never required
to cover all opposing player's wagers. A Player/Dealer can only win or lose as much as they have
placed on the table to cover a portion or all of the wagers. 1f there is not enough money from the
Player/Dealer position to cover all winning wagers, there will be no refund, free collection, or other
form of rebate given to the affected Players.

18. After all wagers are settled, the cards are collected and discarded. The bank button is changed
and after every two hands, the Player/Oealer position is rotated in a clock-wise fashion around
the table.

19, The next round of play begins once the casino Dealer collects all cards from the table and places
them in the discard tray. The casino Dealer will also change the Bank Buiton, and if necessary (if
the same person has already held the Player/Dealer position twice} rotate the Player/Dealer
position clock-wise to the next position on the table. i there is no person that intervenes on the
Player/Dealer's pasition, the game will be “Broken” or stopped, as required by the California
Penal Code.
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GAME RULES

A“Natural " (21and a half ) is the best possible hand. If the player and the Player/Dealer's hands
are both a “Natural " the hand is a push or tie, and no action is taken on the wager.

If a Player's total is less than a “Natural’ and the Player/Dealer’s total is more than a “Natural” the
Player wins the hand.

If a Player's total is less than a “Natural” and the Player/Dealer’s hand is less than a, "Natural”
the hand closest to a “Matural ” wins.

if a Player and the Player/Dealer have the same total and it is less than a “natural , the hand is a
push or tie, and no action is taken on the wager.

If a Player's and the Player/Dealer's totals are more than a “ratural ”, the following will apply:
a. [f the Player/Dealer is closer to a “natural ,” the Player/Dealer wins the hand.

b. I the Player is closer to a “natural * the Player loses except when the Player has a 3-
card hand with the value of 23, 24, or 25 and then they will “PUSH",

The Player/Dealer wins all ties or pushes gver a “natural .”

if a player has more than a “natural " and the Player/Dealer has less than a “natural ,” the

Player/Dealer wins. The player would win if they had iess than a “natural " and the Player/Dealer
had mora than a “natural .”

Two cards 21and half beat all other hands. The game is played on an industry standard
Blackjack table where up to eight primary players can be seated.

All collectiO‘n fees are collected by the casino Dealer prior to the start of play. Collection fees are
pre-determined by the casino and can be up to three separate rates per game. All collection rates

and wagering limits for the game will be posted at each gaming table and will not be based on a
percentage or other factors.

Backline betting is allowed; subject to local Ordinance or Code.

Third Party Providers of Proposition Player Services, as defined in Section 19984 of the California
Business and Professions Code (the Gambling Control Act), are permitted to play.



DOUBLE-DOWN, SPLIT, SURRENDER &0DDS
s  DOUBLE-DOWN

o Players can double-down on the first two-cards only, with the exception of all
Matural . The Player must place a second wager equal te the wager he/she
originally placed prior to the start of the game. The Player will only receive one
card regardless of the total.

o There is no extra collection fee taken by the casine on any double-down or split
executed by a Player, nor is their any extra collection fee charged to the
Player/Dealer.

e SPLIT

o Players can split any two cards of the same value originally dealt to them. The
Player must place a second wager equal to the wager he/she originally placed
prior to the start of the game. A Player may draw as many cards as the desire
per split card to make the best hand. Players may double-down ¢r surrender after
each split.

o Players can split any two Aces originally dealt to them but can only receive one
extra card per Ace. The Player must place a second wager equal to the wager
he/she originally placed prior to the starnt of the game. Multiple splitting of cards is
permitted. Multiple splitting of aces is permitted.

o There is no extra collection fee taken by the casino on any double-down or split
executed by a Player, nor is their any extra collection fee charged to the
Player/Dealer.

¢ SURRENDER

o Players can surrender at anytime if they do not exceed 20. If they chogse to
surrender, half of their wager will be forfeited. The Player must indicate they wish
to surrender before the Player/Dealer's second card is dealt. Their (the Player's)
play for that hand will cease.

« 0ODDS
o Any Natural hand pays 6105

« [INSURANCE

o When the Dealer has an Ace showing, Players can take insurance by betting 1/2
of their Blackjack wager. i the Player/Dealer has a Blackjack the insurance bet is
paid 2 to 1 and the Player's blackjack wager loses if the Player does not have a
Blackjack.

All pay-offs are to the extent that the Player/Dealer's money covers the action on the table. A
Player/Dealer cannot win or lose more than the entire amount of money placed on the table prior
to the start of the hand,




Bonus Ace’
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LEGAL

The Playar/Dealer position must ratata in a continuous and systernatic fashion, and canhot be
occupiad by one person for more than two consecutive hands, There must be an intarvening
Playar/Dealer so one person cannot continually occupy the position and the “Bank” hand within
the meaning of Olivar v. County of Los Angeles (1238) 66 Cal. App. 4th 1397, 1408-1408. And
in addition to the meaning of AB 1416 {the Wasson Biil) which added section 330.11 to the
Calttornia Penal Code relating to the California licensed gambling establishments and any future
reguiatory guidelines from the California Department of Justice, Division of Gambling Control.

. with respact 10 the operation of a controlied game featuring a Player/Daaler position.

21" Cantury Blacklack Collaction

PLAYER POSITION " PLAYER/ BANKER POSITION
LIMIT CQLLECTION COLLECTION
i 1% Pogltion 2™ Position or Leter

$5 - $50 $1.00 Por Square/Wager $2.00 $1.00
$10 - %100 $1.00 Per Square/Wagsar $2.00 $1.00
$26 -~ 3100 $1.00 Per Square/Wager §3.00 $2.00
$40— $100 $1.00 Per Square/Wager $3.00 $2.00
$100 $1.00 Per Square/Wager $4.00 $3.00

TR
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